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SONATA OF A WAKENING 


NITE EN 
Ene 


Saves and returns 
you to moming of 
Day 1. Event Items, 
Keys, Rupees, and 


Usable Items are lost. W 


Allevents are reset. 


SONG OF HEALING 


“Makes Woodfall 
Temple rise. 
»Awakens sleeping 
Deku and Skull 
Keeta. 


GORON LULLABY 


Geen 0an" 5 


“Used to get certain 
masks (Deku, Goron, 
Zora, Kamaro and 
Gibdo). 

“Makes fairies appear 
from gossip stones. 


EPONA'S SONG 


Puts all Gorons to, 
Ben Needed to 
ien Snowhead 
Temple. 


In addition to 

the ten songs 

that appear on 

your status 

screen, there 

are three more 

songs shown 

below. The Inverted Song of Time and Song 

of Double Time are both mentioned by Pierre 

but never really taught to you directly. That's 

too bad, ‘cause they're-among the most useful 

songs in the game. The Inverted Song of 

Time makes time run at half speed, so you 

have twice as long to complete those difficult 

temples. It's annoying when it makes you 

wait twice as long for a specific event, but you 
can always play 
it again to turn 
it off, or play 
the Song of 
Double Time to 
skip ahead in 
12 hour chunks. 


INVERIED SONG OF TIME 


Os» 


“Summons Epona in 
field areas. 

“Makes cows give 
you milk. 

‘Makes fairies appear 
from gossip stones. 


Restores Lulu's voice 
and summons the 
turtle to take you to 
Great Bay Temple. 


Degre” EE 


Slows the natural 
flow of time to 1/2 of 
its normal speed. 


SONG OF DOUBLE TIME 


“On field, allows you 
to warp to any owl 
statue. 

«In temples, returns 
you to the temple 
entrance. 


Creates a duplicate (a 


maximum of one for 


that can stand on 
switches in à charac- 


“Makes rain fall. 
“Cures 'Curse' effect. 
sPacifies Sharp's 
ghost. 

‘Makes fairies appear 
from gossip stones. 


Summons the four 
guardians at the end 
of the game. 


Gog 
k Skips to the next 
evening or moming 


(at 6 pm or 6 am) 
when played. 


SCARECROW SONG 


Compose and teach 
a song to Pierre and 
use it to summon 
him as a Hookshot 
target. Can not be 


oss 
en taken back in time: 


HOW TO USE THIS GUIDE 


The time travel aspect of Majora's Mask 
gives it a very unusual structure. At the 
end of every three game days (which we 
refer to as one ‘cycle'), you need to play 
the Song of Time to save your progress and 
return to the beginning of the first day. 
Since you've gone back in time, everything 
you've accomplished during the last cycle is 
undone (because it hasn't happened yet), 
except for the few items you're allowed to 
take back in time with you. 

So we've broken up the events in each 
section into three categories. Regular 
events, like this one: 
have to be completed in the order we pre- 
sent, but the results of them will not carry 
over to the next cycle. But the black 
events, like have perma- 
nent effects that can be taken back in time 
with you. If you run out of time before you 
get to one of the black events, you have to 
go back and do all the numbered events 
between it and the last black event you fin- 
ished. So make getting to the next major 
black event the goal of each cycle. 

The events are listed in our suggested 
order, and have been grouped by their ulti- 
mate goal. But you don't need to do the 
entire series of events in one cycle. For 
example, if you run out of time while doing 
the Goron Mask series of events, you can 
get to the “Learn Lullaby (Half)" event, use 
your Song of Time, and then immediately 
continue where you left off, at point #10. 

Each title box in the Flow of Events corre- 
sponds to a much larger section in the 
pages that follow, so look up the individual 
section for more details. 


BOMBERS' NOTEBOOK #4 eye 
KAMARO, SPIRIT DANCER € 


IFyou're still har 
at midnight, youll hear 


sound In the North part of Termina field 


eerie tune coming from one of the | 
frozen trees. Do à rolling jump off the ledge and talk to Kamaro, the 


Spirit Dancer. If you play the Song of 
aling for him, he'll give you the 
Kamaro's Mask 
(and a seal in 
your notebook). 
B Put on the mask 
and do that 
funky __ dance, 
' baby! 


paer rj 
THE ROSA SISTERS 

Surprisingly, the ability to break into interpretive dance with à tap of 
the.B button isn't a great asset on the battlefield. But the Rosa Sisters, 
who try to work out new dance steps 
every night in West Clock Town, will be 

ateful for the lesson. Do your Sexy 

ince for them, and theyl thank you with 
a Heart Piece (and à notebook seal). But it 
comes at a price: | know the theme of 
Majora's Mask is supposed to be horror 

but Links ing, faceless gyrations 

gave me nightmares for weeks. 


armer 


CLEAR THE MTN. Pass 
2[ Cross TO MTN. VILLAGE 


(Go East To Frozen Lake] 
r 
A[CoNmnur To GoRoN Vice 
rn 


GET LENS of TruTu 


Toit Goron Lunar) 
OPEN Hor SprinGs 


[ Tau ro Basy GORON 


| __DEFROST THE ELDER 


AD TEMPLE, 
OLL TO SNOWHEAD 


) En DHARMANÍS GHOST 


PLAY THE GORON LULLABY 


Big chunks of Ice block 
your progress to the North. 
But as Tatl will point out, à 
dangling Icicle provides a 
solution. Flre an arrow (or 
two) and it will obliterate the 
blockade as it falls 


[uE DopoNGO 
s are tough, so fighting 
two in cppse quarters won't 
easy. Thgfr weak spot Is their tail 
but It vfll take nearly a dozen 
ord stabs to bring each 
down (and youll lea 
| yourselfvuinerable to their damag. 
swipes). Instead, go lo 
range Ánd use bombs or your be 
from ff safe distance (six arrows to 
the backside will drop each 
| Dodgngo). Kilt both and 
you à Heart Piece 
Jusf stay away from their 
exyfloding corpses. 


OPTIONAL EVENTS 


The third type of box is colored (blue in this 
case, but it changes in each section, just to be 
unnecessarily confusing). These events are 
optional, and usually don't need to be done in 
any particular order. Usually the prize of each 
event, like a Heart Piece in this example, is 
shown in the box: @L cos 

The other type of optional event is the 
Bombers Notebook entries shown to the left. 
Early in the game you'll get the Bombers! 
Notebook item, and every now and then we'll 
check in with one of the characters listed in 
the notebook and show you how to complete 
that characters mini-quest. These don't need 
to be done in the order we reveal them, and 
don't necessarily have anything to do with the 
area in which they're covered (so they're not 
listed in the Flow of Events box). Do them at 
your own pace, or skip them entirely. 
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Your quest begins as Link 
pursues the Skull Kid and his 
fairies through the forest. This 
part is a brief reintroduction to 
the controls of Zelda, so get 
the hang of them now while 


you have all the time that you 
need. When you finally catch 
up to the Skull Kid, he'll trans- 
form you into your first new 
form. 


Dekus have the ability to bur- 
row into flowers and then pop 
out and float short distances 
(while burrowing, hold down 
the button till you see the little 
puff of smoke). You'll need to 
use this trick to cross this small 
cavern, and a short detour will 
lead you to a chest full of Deku 
Nuts. You can equip these to 
one of your C Buttons if you 
want, but there aren't any ene- 
mies to worry 


PE) LEARN THE SONG OF HEALING 


GET THE DEKU MASK, 


about in this part of the 
game. 

At the end of the road, 
you'll find a mask sales- 
man who will offer to lift 
your Deku curse if you 
bring him the mask the Ì 
Skull Kid stole. Your search 
begins in Clock Town, the 
massive city that lies at the 
center of the new con- 
tinent of Termina. 


Your new ally Tat! 
suggests that you 
seek the Great Fairy 
in the North sector of 


Clock Town. _Youll 
come out of the 
Ï clock tower facing 
south, so you'll need 
to loop around the 
tower to get to North 
Clock Town. 
You'll find . her 
cave in that grassy 
area, but the Great 
| Fairy won't be able to 

help you now, as she 
has lost a piece of 
her essence. 


The fairies send 
you to recover that 
lost piece, which is a 
small fairy floating 
somewhere in Clock 
Town. 

The fairy actually 
moves around a bit. 
During the day (6 am 
to 6 pm) you can find 
it hovering over the 
water in the small 
park in the southwest 
(see the map above). 
At night, it moves to 
East Clock Town, and 
you'll need to use the 
Deku Flower to get it. 


Boy à Cock Town Mar 


The Great Fairy gives 
you a Magic Bar that 
you can use to build 
up little snot bubbles 
J with the B button. 
i| Fire a shot at the bal- 
loon holding up the 
little green man, and 
Tingle will drop down 
to sell you his maps. 


There's another bal- 
loon, floating just 
south of Tingle. Pop 
this one and you'll 
get the attention of 
Jim, leader of the bru- 
tal ‘Bombers’ street 
gang. Hell offer you 
a chance to take the 
Bombers’ initiation, a 


The Clock Town map is only 5 rupees, bloody, no-holds-barred game 
and you can easily find that by ; of Hide-and-Go-Seek. Play if 


cutting the shrubs in the corner. dk you dare! 


There are five Bombers total: two in the North, two in (® 


| the East, and one in the West. You'll need to touch them 
| to catch them, but they won't go quietly, so you may 

need to use your Deku Spin for a burst of speed. 
The two in the North Clock Town are easy: One near 


where Jim was standing, and one in the corner by the | 


slide. The one in the West Clock Town is at 
the top of the stairs, by the Swordman's 
School. But the two in the East are trickier. 
One is on top of the Milk Bar, and will try 
to escape by floating away on a chicken 
when you approach. The other is atop the 
Inn's balcony by the bell, and can only be 
reached by 
using the Dek 
Flower. 


When you've found all five hide-and-go-seekers, 
return to the North Clock Town and write down the 
numbers on the Bombers’ shirts as they turn 
their backs to you. Like most street gangs, the 
Bombers can't get enough astronomy and cos- 
mology, and they've claimed the Astral 
Observatory as their turf. You'll need this pass- 
word to access their secret 
path, which can be found in 
East Clock Town. 
Hop from step to step 
over the water, and stay on | 


Bl the water after you turn to 


Fans of Zelda: OoT may 
remember Pierre, the wacky 
scarecrow you could sum- 
mon when you needed a 
Hookshot target. Pierre still 
serves that function, but 
now hell also invite you to 
dance with him, a process 
that skips you to the next 
morning or night. You prob- 
ably don't have much time 
to spare, so pass for now. 


TRADE THE MOON's R 


avoid the Big Skulltula that N 

ambushes travelers. (If you do Às 
fight it, Z-target it and bubble 

blast it when it turns its back). 
You'll need to use your bubble 

again on the balloon that blocks # 
the ladder, but there are no 

other enemies here. 

vatory will invite 


BS, 
Er GE E MooN's you to take a look 


through his telescope. You'll get a great view of Termina Field from here, 
but its the figure dancing atop the clock tower that commands your 
attention now. Zoom in on him with the A button, and the telescope will 
automatically pan to the grimacing moon 
above, as it shoots a flaming tear at the 

Observatory. 
Take the blue door to the Observatory s 
small yard and pick up the glowing Moon's 
Tear. Then take the Bombers’ tunnel back to 

Clock Town. 


The kind astrono- 
mer on the second 
floor of the Obser- 


You may have already been accosted by the 

Akindo Nut that appears when you pass by the 
Deku Flower in South Clock Town. Equip the 
Moon's Tear to one of your C Buttons and go 
talk to him now. When he asks about the Tear, 
hit the appropriate C Button to trade it to him 
for the Land Title Deed to his Flower. 

Now you can use this flower to fly to the 
entrance of the clock tower. It won't open until 
the night of the final day (at midnight), so you 
might have some time to kill before then. 


THE HEART PIECE AND TREASURE CHEST |_ me Heart Piece 


by the entrance to 
the clock tower isn't hard to get… Just fly over and grab it. As old-school Zelda 
fans know, you get one new Heart added to your life bar for every four pieces 
you pick up. In Majora's Mask, this is the first of 52 total Heart Pieces to find! 
Getting the other treasure requires a bit more effort. On the final day, a trea- 
sure chest appears on the ever-rising scaffold just south of the clock tower. Fly 
straight towards it 
from the Deku 
Flower, and then hit 
the A button to drop 
When you're right against the edge. You'll grab Ken 
onto it, and can pull yourself up to collect 50 fs 
rupees. But you!ll lose them if you don't immedi- 
ately deposit them in the Clock Town Bank (in the 
West Clock Tayyn). 


At 12:00 am sharp, float across to the clock 
tower entrance and pay a visit to your new neme- 
sis. There's nothing you can do to hurt the Skull 
Kid (he won't attempt to hurt you either), but a 
well-aimed bubble blast will knock the Ocarina out of his 
hand. Grab it, and you'll be reminded of Zelda and the 
Song of Time she taught you. 
Equip the Ocarina and play 
the song shown below to warp n , 
ej back to the moment you entered Clock Town. You'll lose 
j your rupees, Deku Nuts, and the Land Title Deed, but 
keep the Ocarina and your new song. 


Song of Time 


The Mask Salesman will meet you at the entrance to W w 


Clock Town, and teach you the Song of Healing. This versatile me ody has many effects, the first of which 
lifts the Deku Curse. The process also creates a Deku Mask, which you can use at any time to revert to your 
Deku form. 

When you use the Song of Time from now on, 
you'll go directly to Clock Town, right in front of 
the clock tower. But as your quest progresses, 
you can always visit the Mask Salesman here for 
friendly (if overly cryptic) advice on how to use 
your masks. 


Every cycle of the game begins here in Clock Town, and it's here where 
you'll spend much of your time. If you want to go running off to the 
Southern Swamp to begin your quest, go right ahead. But there's a lot of 
things to do, characters to meet, and items to win right here in Clock Town. 
You can't do everything now, but it's a good idea to get acquainted with 
the city and its residents before you get too enmeshed in your quest. It's 
also a great place to kill time, when you're waiting for a specific event or 
have some extra time on the clock at the end of a cycle. 


The _Swordsman's 

School offers two cours- 

es: The "novice" one costs 

1 rupee and simply goes 

| over the various attacks. 

In the ‘expert’ one (which 

costs 10 rupees), Link 

earns points based on the 

difficulty of his attacks… 

Just use the Jump Attack (Z-Target and A) on every tar- 
get to get the max score and an easy Heart Piece! 
Remember to unsheathe your sword (B) as soon as the 


IR 9) Game can be played between 
[13 pm-12 am on Ist or 2nd da 


The Postman character 

is a major player in many W 

Notebook events, and this 

is where you can find him | 

at certain times of day (his 

schedule is on the wall). 

Come during his training 

hours, and he'll invite you 

to play his absurdly diffi- 

cult timing game. Without a clock to look at, you have 
hit the button after exactly 10 seconds-to the hundredth 
of a second. Either count time by the rotations of Tatl's 
crosshairs (this takes practice) or come back wearing the 
Bunny Hood to make the game easier (the timer will stay 


on screen). The prize is another Heart Piece. 

T' LER (EST open Mere moments after unlocking the secrets of time travel, 

LOC OWN BAN 0 EEN Link is already using its unfathomable power to commit bank 

fraud. And who can blame him, really? This whole "III write your bank balance on your forehead” system is just 

begging to be abused. If you remember to warp back to Clock Town and deposit all of your rupees before each 
time warp, you'll then be able to to withdraw the rupees that you deposited in a 
completely different time stream, on future eycles! This will probably result in a 


devastating crash of the bank and the complete eg gives out prizes as 


destabilization of Clock Town's economy, but hey, 
that still beats being obliterated by a falling moon. 
So defraud away, and earn valuable prizes while 
you're at it. 


your balance reaches certain mile- | 
stones. Youll get an Adult Wallet 
(which can hold 200 rupees) at 

200 rupees, and a Heart Piece at 
(gulp) 5,000 rupees. 


HE BOMB SHOP 
Bombs (10) _ 3r 
You need a Bomb Bag, so make [gompchus (10) 40r 
that one of your first purchases. But 
forget buying bombs; you can find Bomb Bag 0 
‘em for free on the field once you |Powder Ke’ 50r 
have a bag. Bombchus are fun but Leede iekeme tons 
not particularly useful, 
and the Powder Keg 
won't come into play 
until much later. 

Come back after sav- 
ing the old woman who 
works here (see page 
19) to buy the Big 
Bomb Bag (90 rupees). 


TI 
10 pm -6 am 

The "Curiosity Shop (read: Pawn Shop) serves a few 
functions. You can buy stolen items here, including 
the Bigger Bomb Bag (see page 19) and the All Night 
Mask (for 500 rupees, on the last night only). It's also 
where any items stolen from you will turn up. 

The proprietor will 
also buy things from 
you. You cant sell any- 
thing you need, so it's 
mostly just rare bottled 

è IF you lose your Shield to a stuff like Poes. The 
! EE. Like Like you can buy à Gol get 
eN replacement here, but it's old Dust you win in 
#55 Oe Sl 
5 


easier just to kill the Like the Goron Races nets 
Like and get it back. you 200 rupees! 


Lorray Shore 
Tickets Redeemed: 6 pm to 11 pm dail 
Don't feel bad about using time travel to rip off this 
lottery… They're the ones paying 5:1 on 1000: 1 odds, 
so really, who's cheating who? To make a bit of cash, 
invest 10 bucks each day in a ticket and go back each 
night to get the winning numbers. Then, in any future 
cycle, buy a ticket with those numbers (they won't 
change) and collect your “jackpot” of 50 rupees. It's 
free money, but it E A dd 
requires you to visit the 

Lottery Shop twice a 
day, so its a bit of a 
hassle. 


Red Potion 

Green Potion _ 40r 
Hero's Shield _ 50r 
Fairy 

Deku Sticks (10) 10r 
Deku Nuts (10) 30r 
Arrows (30) _ 30r 
Arrows (50) _ 40r 


Open 
24 Hours 


You know, | don't think I've ever 
bought anything here. Arrows, 
Deku Nuts, Deku Sticks and Fairies 
can easily be found for free, and 
Potions just aren't very useful. 


ESS 


BOMBERS NOTEBOOK fl 


JOIN THE BOMBERS GANG AS LINK Ë 
The Bombers’ Notebook is one item you definitely do not want to miss. N 

Its the key to twenty different subplots that involve many of the game's 

supporting characters. You can read about the Notebook at the sign on the 

East Clock Town balcony where the Bomber with the chicken hid in the Prelude. 

Then, once you've been accepted as aà member, you'll get your own and can 

join this tough street gang in their own ruthless brand of good samaritanism. 
There are two ways to join as human Link: Either take off your Deku Mask after 

popping Jim's balloon (and repeat the 

Hide-and-go-Seek 


Pd 


password 
from the Prelude to enter the Observatory 
Path and they'll admit you to the gang 
when you come back out. 

You can get started using that Notebook 
right away, as there are a number of Clock 
Town residents who need the help of a 
stranger. Ill point them out in ‘Bombers’ 
Notebook" corners like this one as we 


A, Progress. 


The most impor- 

tant thing in this part 

of town is the Owl 

Statue. Make sure 

to strike it with your 

sword to "activate" it 

(you will not need to 

do this again on 

future cycles). Now 

you'll be able to warp back to this statue (when you 
get the appropriate song), and you can also use it 
to save your game when you need to shut off the 
game but don't want to play the Song of Time and 
erase your accomplishments. 


THE Two TREASURE CHESTS 


Even as a human, you can repeat the part of the 
Prelude where you trade the Moon's Tear for the 
Land Title Deed. Using that Deku Flower you can 
get both the chest atop the scaffold, and another 
one (containing 20 rupees) in the southeast corner 
of this map. Fly past the scaffold to the straw roof 

thats just west of 

the chest, then 

transform to Link 

and do a Rolling 

Jump (press A 

before you run off 

el the ledge) to get to DR JA 

gl the area with the / mf È BEEK New Ches 
chest. LEET 7 Kad 


BOMBERS NOTEBOOK #2 
GURU-GURU, BAND LEADER, 
Once you 
have earned 
the Bombers’ 
Notebook (page 
15) come here 
between 6 pm and 
6 am on the first or 
second day to meet 
Mr. Guru-Guru. 
All you need to do to bring him peace is to lis- 
ten to his bizarre tale, and he'll reward you with the 
Bremen Mask. You'll also get his happiness seal in 


your notebook. 
FREE RUPEES| The Bremen Mask 
You can find 5 free makes certain animals 
rupees in the box by Bj obey you (when you 


fi March _by holding 
the bench at any time, down the-B_ button). 


Try it out with the dog 
in South Clock 
Town! 


and 60 (!) in the river, 
but only on the second 
night. 


EAST CLOCK TOWN 


Mayor's Office 


Forget messing around 
trying to get 20 or 50 
rupees.… You can start every 
cycle with an easy 100 free 
rupees if you come here 
first. All that's required is 
mastery of the Rolling Jump 
mentioned previously. 

Go up the stairs in the 


ervatory Path 


middle part of town, so 
you're above the Milk Bar. 
Then face south and do a 
series of Rolling Jumps, 
over Honey & Darlings 
sign. Youll find the chest 
at the end, behind the 
Shooting Gallery's sign. 


IND £ = 
| 4 ER YEr MORE FREE RUPEES 


That one not enough for you? If you want another 100 
free rupees, head to the Observatory Path, enter your 
| password, and turn left when you get down the stairs. 
Swim against the wall to avoid another Skulltula attack, 
and plant a bomb near the crack in the alcove at the end 
(or use your Blast Mask- 
see next page). The chest 
inside contains 100 rupees, 
and you can get it at the 
start of every cycle. 
Remember, you only need 
to deposit 200 rupees to 
get the Adult Wallet from 
the banker. 


MAYoR's HOUSE [%% 25, 


The Milk Bar is strictly for / There's lots of inter- 
members only, so they won't — $ esting people to meet 
let you in during business … ve here. The left room 
hours unless you have proof «\ contains the mayor, 
of membership… Something > ‚ who will be added to 
You cant enter at night, you can't your notebook. 
but you can come dur- 4S84A8 Â à The right room con- 
ing cleaning hours d tains Madame Aroma, 

the mayor's wife, who 

will solicit your help in 

finding her missing 

: : p son, Kafei. The Kafei's 

This Shooting Gallery offers : Mask she gives you is 

a couple of neat prizes: You'll h the first step of a long 

get a Bigger Quiver if you ì nt subplot we'll cover in 

score over 40 points, and a RS si 0 more detail later. You 

Heart Piece if you get a per- 5 . : may also find Toto, the 

fect score. But that doesnt ; Indigo-Go's manager, and on the first morning, 

matter now, since you cant Sha you can see an interesting event involving 
play until you have a bow. Gorman. Both will be added to your notebook. 


BEREK Honey & Darlings Shop 


en an han 
Zen nT 
« ID a enen, 
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Ap and re 3 < 3 
BEREK Town Shooting Gallery 
vr 5 

Chest 


Hidden Chesl 


Get the Inn Key on Day 1 


quest (which you can't 
yet complete). 

Anju's grandmother is 
another notebook char- 
acter: Letting her read 
you stories is a good way 
to kill time, and you can 
use them to skip ahead 2 
hours or a whole day. 
There's also an amusing 


Open from 
8 am-8:30 pm 


This large building is 
home to a number of the 
characters that are cov- 


Among them are Anju, 
the fiancee of the miss- 


ing Kafei. Talk to her 
between 2 and 10 pm 
while wearing his mask 
to get started on her side 


Anju's grandma reads a story. 


subplot regarding her senility if you come while Anju 
is serving lunch, and then read Grandma's diary later. 

Many Inn events require you to come at night, 
When it's closed. You can use your Deku form to get 
up to the rooftop balcony, or you can get the Inn Key 
and come and go as you please. Talk to Anju after 


The other Link shows up to 
claim his room. 


In this fairly easy 
game, you run through 
randomly _ generated 
mazes trying to get to 
the chest in time. As 
with any maze, the best 
strategy is just to pick a 
side (say, left), and keep 
running so the walls are 


always on that side of your character. 


1:30 pm on the first day 
and tell her you have a 
reservation… What do ya 
know, there's a Link in 
the reservation book! 
But if you stick around a 
minute or two, the Link 
who actually made the 
reservation will show up 
and be turned away, you 
selfish jerk. 


The prizes 
(and costs to play) differ 
per character: Link can 
win 50 rupees, the Deku 
can win Deku Nuts, the 
Zora can win 20 rupees, 
and the Goron can win a 
Heart Piece (the first 
time only, of course). 


Ecapsl Yer MORE FREE RUPEFs? 


These take timing, but 
Link can grab another pair 
of silver rupees in the Inn. If 
you get the Inn Key, you'll 
find a rupee chest in ‘your’ 


loisaan dend 


room (on the 2nd floor). 
There's another rupee chest 
in Anju's Room, although 
her door is only unlocked 
after midnight on Day 3. 


BOMBERS' NOTEBOOK #3 …\ A 


PPP, THE MYSTERIOUS HAND 


The Inn is home to what is surely the most 


disturbing notebook side 


quest. Go to the 


bathroom at midnight and you'll find a hand 


sticking out of the toilet. 


It wants paper badly, 


and if you give it a paper item (such as one of the 


Deku Deeds, or one of 
the Letters involved in 
other subplots), it! 
give you a Heart Piece, 
Although | personally 
wouldn't add anything 
that's been pulled out 
of a toilet to my life 
essence. 


These obsessive lovers 
somehow manage to peel 
themselves away from 
each other long enough to 
put on a different game 
each day. You'll win 50 
rupees if you beat each one 
(it costs 10 to play), and 
you'll get a Heart Piece if 
you beat all three ín one 
cycle. Dont fall off the 
platform, or it's game over. 


EN 


You need a Bomb Bag for Day 2. 
Using careful timing. toss bombs 
into wall-mounted baskets. 


FAA 
Day 1 is Bombchu Bowling. 


Hit targets at different heights 
from a spinning platform. 


You'll need the bow for Day 3. 
Youre supposed to hit the tar- 
gets, but shooting Honey & 
Darling is good for à laugh. 


ww) Open from 
0 


Like Honey and Darling's, the Deku Scrub Playground game changes on 
each of the three days. It costs 10 rupees to play, and victory on the first two 
days will earn you 50 rupees. Beat all three in one cycle, and youll get the 
Heart Piece. In the game, you fly from flower to flower on moving platforms, 
trying to get all the rupees in the time allotted. They give you plenty of time 
(and there's no additional prize if you're quicker), so take it slowly and careful- 
ly. It's a tricky game, but the skills you learn will come in handy later. 


CR 00:03:05 OE 00 
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Day 1 is the easiest: The plat 
forms only move vertically. 


On Day 3 they move both 
ways. But the strategies used 
in Day 2 will still win the day. 


On Day 2, the platforms move 
horizontally. Timing these is 
much more difficult 


BOMBERS NOTEBOOK #4 
OLD Lapy FROM BOMB SHOP 
Come here at a little after midnight on the 
first day, and you'll see a thief ambush and \ 


mug this kind old lady. Give him a taste of 
your blade and the old woman will reward you with 


the awesome Blast Mask, which effectively gives 

you unlimited bombs! It damages Link, but inex- 

plicably he can prevent the damage (from his face 

exploding?) by readying his shield with the R but- 

ton. Also, the Bomb Shop will begin selling the Big 

Bomb Bag after you complete this event. If you 
fail, it will end up at the Curiosity Shop. 


THE FARY MASK 


Remember how the Great 
Fairy asked you to come back 
when the curse was lifted? 
Pay her a visit now and she!ll 


/ give you the Fairy Mask, an 


item that is essential for 
catching the pieces of the 
other Great Fairies that have 
been scattered throughout 
the game's four temples. 
The mask does 3 things: 

|. It emits sparkles when a 
stray fairy is in the room. 

2. It attracts the fairy to you 
once it is freed (they're usual- 
ly trapped in bubbles, crates, 
chests, and enemies). 

3. It completely revolts me. 
Purple hair, the hook nose, 
the moles, and that caked-on 
mascara on Links little 
body… It's a sight I'd hoped | 
would never have to see. 


THE HEARI PIECE 


Now that you're human 
again, getting the Heart 
Piece in the tree by the slide 
is a snap. Just climb up the 
first block and jump across 
the others to get to the tree. 


South Gate 


Takkuri Bird 


UPE 
EAHAT Prr 


| \ ge to Swamp Road 


THE ART OF SLAYING WorLfos 
WARP PoIT #2 


Head out of the south gate in 
Clock Town, and the entrance to 
the Southern Swamp will be right 
in front of you. All that stands in 

Bl Your way is a few Chuchus, weak 
em. enemies that contain items and 
{ @ regenerate endlessly. Kill ‘em for 
| Î EE Hearts and Magic Pots and prune 
the bushes for bombs and rupees. 
If you stray into the tall grass on either side of the path, 
expect to face a few Deku Babas (shown below). Kill these easy 
enemies while they're just sprouts for some Deku Nuts, or kill 
Mb them when they're fully grown and get Deku Sticks. 
WE Fe À Before you challenge Swamp Road 
| 4 EE Ard (point #2), you might want to explore the 
' 0 various hidden pits in this part of Termina 
f! Field. These optional areas and the dangers they 
contain are 
discussed 
on the next Wi 
few pages. 


c MEET THE Ì KU | {NG 
IS THE WINNING SHOT 
JONS INFILTRATE T 


kar) 


LEARNSONATA OF AWAKENING 
SOAR THROUGH THE MARSH 


WARrP Por #3 


PLAY THE SONATA 


NEARBY TREASURE 
= TENT 


If you head west from the South Gate, 
youlll get to the Astral Observatory. You can 
use the Deku Flower to get over the gate, but 
you'll still need to take the long way out. 

Why even bother? Because there are 
some interesting things to see through that 
telescope. Best of all is the Akindo Nut that 
flies from Clock Town to a pit just west of the 
observatory. If you then leave the observato- 
ry and track him to that pit, you'll find an 
Akindo that's willing to deal. He!ll offer to sell 
you a Heart Piece for 150 rupees. Don't got 
that much on ya? 

Say no and hell 
lower it to 100, 
but that's as low 
as hell go. Note 
that this pit will 


Plant a bomb in the dead 
center of the log tunnel to 
reveal the first of several 
‘Cow Pits.” The cows you 
find here can't do anything 
for you now, but remember 
this spot. If you come back 
after you learn Epona's 
Song, youlll find the resi- 


dents of this pit to be a 
convenient source of life- 
restoring milk. 


be empty if you didn't spot the Akindo 
through the telescope first. 

There are a couple of other things you can 
see through the telescope. Follow one of the 
crow-like Guays as they fly across the map, 
and you may see it drop some red rupees 
near the observatory. Sure enough, they! 
still be there when you get outside. 

You'll also see men standing on the field 
and waving their hands. They won't be there 
when you go outside, but youlll find a pit in 
each of the spots where they once stood. 


Need more rupees? 

There are plenty of 

ways to get them on 

the field. You can find 

3 5 invisible rupees atop 

- _ the log tunnel, a chest 

di 3 with 20 in the south- 

ikl: EEN east corner of the map 

5 (in the tall grass) and 

another 20 in a Deku Baba pit near that. There's 

another rupee chest atop a stump near the log tun- 
nel, but you'll need the Hookshot to get it. 

If you don't mind a bit of petty thievery, the most 
amusing place to get rupees is just south of Ks 
observatory. Roll into 
the tree that the man 
is climbing, and hell 
be knocked to the 
ground. Then you can 
swipe his rupees and 
run, hero. 


There's another hid- 
den pit in the tall grass 
near the entrance to 
Milk Road-you can 
spot it by the butter- 
flies that flutter above 
it. Inside is a Peahat, a 
difficult enemy that 
you may not be ready 

for yet. But if you're bold and you're quick, you can 
slay it with 10-12 hits of your Kokiri Sword. Make 
sure to always stay on the opposite side of its lop- 
sided rotors, or this odd beast will shred Link like a 
field mouse caught in a lawnmower. If it burrows 
into the ground, toss a 

bomb to flush it out 

and do some easy 

damage. Victory nets 

you another sweet 

Heart Piece. 


If you veer towards the southwest, you can 
visit Milk Road, an area we!ll cover in more detail 
on page 56. But even approaching the entrance 

will draw the attention of the dreaded Takkuri Bird 
(which appears as a red dot on your map). When 
this pest hits you, it will either knock a bunch of 
rupees out of your hand, or snatch a truly impor- 
tant item, like your Sword or a Bottle. If it gets 
something good, it 
will immediately fly 
off to Clock Town and 
hock it at the Curiosity 
Shop for birdseed and cuttlebones, or whatever the heck Takkuri Birds like. 
You'll have to wait till nightfall and buy the item back. 
lts best to avoid it, but it is possible to kill it. An easy way is to transform 
into a Deku, wait for it to attack, and Deku Spin right before it hits you. It'Il take 
15-20 hits, but when it dies you'll get a very rare Orange Rupee (worth 200r!). 


AVERSE SWAMP ROAD 


This small area is fairly 
easy to cross, especially 
during the day when 

its Wolfos-free. Head 

ed straight south for now, 
since the only thing of 

interest in the east pas- 

sage is a Swamp 

Shooting Gallery that 


ES B } you cant participate 

/ \ in until you get the 
Dd MW Bow. 

ien en The one pit, near 

the bat tree, contains 

20 rupees-just enough 


to buy the map of this area po on iN 
from Tingle, who's floating near MAES Paz 


G) Cim THE BAT Tree | A3 [Tre Art of SLAYING WoLFos 


B 
This tree isn't As soon as night falls, the Wolfos emerge. These 

@ ee” too inviting, but crafty enemies can be difficult to defeat if you don't 
the Heart Piece at know their weakness The trick is to Z-target them, 
the top sure is. then stand so that you'll be just out of range of its claws 
The Bad Bats will (don't use your shield). After its second attack misses, 
try to knock you the Wolfos will be spun around, its back to Link. Quickly 

y off as you climb, backstab the Wolfos with a Jumping Slash (A while Z- 
DIP 7 6 le \ so first switch to targeted) to kill it in a single strike. 
Deku form and 
use your bubbles 
to shoot down as 
many of them as 
you can (Z-target 
them if possible). 
Then climb up and 
claim your prize. 
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hé WARP PONT #2 


the entrance. This is 
where you can sign up 
for a Swamp Cruise, 
which will take you 
past the giant Octo- 
roks. But the tour 
guide, Koume, has 
gone missing. 


The first thing to do 
here is activate the 
Owl Statue. You'll get 
the Song of Soaring 
soon, and this is a 
very handy warp spot. 

After that, head 
into the Tourist Info 
Center just south of 


There's an Akindo 
Nut outside of the 
Tourist Information 
Building, and he'll start 
selling Magic Beans in 


8 the near future (after 


someone else teaches 
you how to use them). 


8 But for now, you can 


trade him the Land 


Nl Title Deed you got 


from trading the Moon 
Tear to the Akindo Nut 
in Clock Town. Hell 
give you the Swamp 
Title Deed, and vacate 
the Magic Flower so 
you can use it to get to 
the Heart Piece. 


EED 


If you arrive at the northeast part of Swamp A on the 
OLLOW THE Mon x first day, you'll find Kotake asleep in her Potion Shop. 
“ On the 2nd and 3rd day, you'll 
see her fly from her shop into DAY 1 MAP 
| ) GET THE EMP TY Bo TILE the forest. Either way, she's 
concerned about her sister 


6 SAVE OUMES LIFE Koume, who has disappeared 


into the Woods of Mystery. 
Fortunately, the monkey that meets you at the entrance to the Woods of Mystery 
seems to know where Koume can be found. It runs extremely fast, though, so 
youll need to work hard to keep its pace (your Deku form is quicker, so you may 
want to switch). If you get lost, check the maps on the right; as you can see, the 
map changes on each of the three days. Ignore the Snapper enemies that you 
pass-the only ways to kill them are with bombs or by 
shooting out of the Deku Flowers while they're above 
them. If you ever take a wrong turn, you'll end up at DAY 2 MAP 
the beginning, where the monkey will be waiting. 
After you find Koume, talk to her (as human Link), 
and then go talk to Kotake. On Day 1 she'll be in her 
shop, but on Day 2 or 3 youlll find her here in the 
Woods of Mystery at the points 


shown on the map. Shell give 
you a bottle full of a restorative 
potion, which you must take À 


back to Koume. When 
Koume is healed she'll fly EN 
back to the _ Tourist 
Information Building, and the 
Empty Bottle will be yours to & 
keep. 


8 
a 
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HELP THE MON NS After you save 


Koume, the mon- 
keys will ask you to travel to 
Deku Palace to save a friend... 
And that means taking a Swamp 
Cruise. Just in case something 
goes wrong, cut the shrubs by 
the owl statue on your way back, 
and use your bottle to catch the 

ed fairy that appears. 

You could also use your bottle 

to hold the potions Kotake sells, single shot. 
but fairies are far more useful. 4 Bring him 
There is one good use for the the best shot 
potions, though; if you have to 
redo this quest on future cycles during the 
(and you will), you can save time cruise to see 
by buying the Red Potion and 7 if you've 
taking it directly to Koume. won a prize. 


Koume owes you a favor, so this one 
time only, the cruise is free (gee, and all 
you had to do to save 10 rupees was 
save her miserable life). But before you 
set sail, talk to the man who runs the 
photo contest. Koume will give you a 
free Pictograph Box, a camera that can 
only hold a 


you took 


To Swamp À 


To Deku Palace 


There isn't much to do on the Swamp Cruise but 
enjoy the scenery and take pics with your 
Pictograph Box. You can take as many shots as you 
want, but you can only keep one at a time-so don't save over a favorite 
shot! The prizes for the contest are listed below (in the ‘The Winning Shot 
Ees n box), so don't look if you don't want to spoil it. 
Watch your step when you get off the boat. The purple water is poiso- 


LE nous to Link, so don't fall in! The monkey will meet you at the entrance to 
ij: Deku Palace and tell you what you need to do 
next. 


sr pe The map of this area is on Most of the 
| the next page, but all you pictures that 
need to do now is go straight you can take on f 
Bl ahead. Humans aren't allow- the cruise are Wi 
ed into Deku Palace, but all worth 5 rupees. 
he Deku are… So slip on that A few, like the 
mask and go see the King. monkey or the f 
The monkey you're here to big Octorok, 
save is in the cage to the are worth 20. 
left of the King. After De) But there are 
talking to both the N : 
monkey and the Deku, 
it should be apparent 
that diplomacy ú 
won't be the 
solution this 
time. You 


have no choice but to infiltrate the | vip en only two shots that will 
castle and save the monkey the KNP take the top prize of a 


old-fash- 
ioned 


Heart Piece: The Deku 
King, or Tingle, 

the contest 

judge's missing son. 
Since you'd have to 
go back to Swamp 
Road to get 

Tingle, you 

might as well just 
snap the King. 


Treasure Room (see page 35) 


zp 
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[OCIINEnLTRATE Tre PaLace] 


As you leave the throne room, go in the door on 
Link's right (the west side on the map). Weave around 
to the north, then cut west and grab the Heart Piece. It 
sounds easy, but there's a catch: The entire area is 
patrolled by Deku guards. If you cross their line of 
sight, they'll toss you right out of the castle. If you're 

having trouble avoiding 
them, wait till nightfall, 
when you can see their line 
of sight (as a series of 
white dots), making this 
much easier. 
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Magic Bean Spot 


A. 


Woodfall Shortcut 


On the east side 
weave through the 
Deku guards and 
work your way to 


si the pit that is locat- 


ed in the corner at 
the very end. Drop 
into the hole imme- 
diately! Once inside 


youll end up in a cavern with a man selling 
Magic Beans. They're only 10 rupees, so pick 
some up and be sure to fill your bottle with 
Spring Water. Plant the bean in the plot of land 


and pour the Spring 
Water to grow a 
bean flower. Jump 
onto the bean 
flower for an easy 
ride. The flower will 
fly you over to a 
rupee chest in the 
corner. 


Refill your bottle with Spring Water and buy 
d a few more Magic Beans before you move 
on. (You only need one to complete this area, but there are lots of 
other game areas with Magic Bean spots that lead to small 
amounts of rupees or, well… Actually, that's about it. But 
they will come in : 
handy in the upcom- 
ing Skulltula House.) [8 
Exit the palace (get- | 
ting thrown out is a | 
quick way to do it) 
and hop across the lilypads to the small yard in 
the northeast corner of this map. Grow your bean 
leaf and ride it to the palace's secret back door. 


This is where the skills you learned in the Deku Scrub @% 
Playground come in handy. Soar from flower platform to flower 
platform through the entire palace and into the monkeys cage. 
But things get tricky when you start running into the mad Nuts. & 
They! try to shoot you down, but your snot bubbles have longer 
: range, | 
soif your ® 
En | {aim is 
5 Wan À Sef good you can “UIP 
! E tr VH gomme res eam snipe at them from 
u) Á Hage nd \ the platforms before you jump. ivo have trou- 
air is ble with that, just fly at them and dive bomb 
| them with Deku Nuts before you land. If you fall, 
Ens, WE BM youll have to go back outside and start over, so 


Talk to the monkey as Link, and he'll urge you 
to try cutting the rope. When that plan fails, he'll 
ask if you have an instrument. Transform into a 
Deku and show him your trumpets. The monkey B 
will then teach you the Sonata of Awakening, the 
gsong you need to 
enter the game's 
first temple. And 
once you learn it, 
you'll never have to 
do the Deku Palace 
event again, even if 
you later use the 
Song of Time. 
Sadly, there's no 
way to free the 
monkey yet. And the king wasn't kidding about sacrificing it: Head back in 
after you've been thrown out and you'll see the monkey being boiled alive! 
Mmmm... The sweet aroma of hot, juicy, boiled monkey… NO! He is our 
friend and we must save him! Wipe the drool off your lips and head back out- 
side. Hop across the lilypads to the Deku Flower and use that to get into the 
little cave labeled "Woodfall shortcut.” 


You've been in this area 
before, but never from this 
vantage point. By flying 
from flower to flower, you 
can reach the ledges on 
either side of the waterfall. 
But watch out for the 
Dragonflies! An unlucky hit 


from their stingers will send 
you crashing to the swamp 
below, and you'll have to 
cut through the Deku Palace 
area to get back here. If you 
can get a clear shot, nail 
them with a Magic Bubble 
before you take to the skies. 


Waiting at the ledge is ela 
Gebola, everyone's favorite owl spirit 
guide! Kepola will point you to the 
nearby engraving of the Song of 
Soaring, and teach you how to 
use it to warp to any of the owl 
statues you've activated with 
your sword. 
The Gold Skull- You may be tempted to give it 
tulas from Ocarina a whirl and warp back to Clock 
of Time are back in Town or something, but if you 


this small, optional 
temple. If you can 
get all 30 Gold 
Skulltula tokens 
here, you'll be 
rewarded with the 


Mask of Truth. pi 
But _ Skulltula persevere a little further, 


hunting is a time- youll get a chance to hit a 
consuming job, so new statue right outside the 
you may want to Woodfall Temple, and then 
wait until after youll never have to deal 
you've cleared the with the Koume, the 
Woodfall Temple. Swamp Cruise or the Deku 
When you are Palace ever again. 
ready to go, bring 


an extra Magic PNAN Song of @ 
Bean, and use a k 
Deku Stick as a @ 


torch to burn the 


web blocking the 


door. See page fe ie ®) 
122 for full cover- iS ri 
age. Zi VEN 


The Temple shown on this map wont be 
there when you first enter this area. To make it 
appear, youll want to go counter-clockwise 

from the entrance until you reach the high platform 
to the south. But that's not easy to do… The thin 
bridges are guarded by pesky Hiploop bugs 
that can't be slain directly. Shoot them with 
Magic Bubbles or, as Link, use Deku Nuts 
to stun them and the Kokiri Sword for 
À, the kill (or just push ‘em off the bridge 
with your shield). There are plenty of 
à mad Nuts here too, which you can 
snipe with Magic Bubbles or dive 

bomb with Deku Nuts. 


4 _ACTIVATE WARP PONT #3 


acti- 
the 
owl statue, 


Strike the owl statue, catch a MRte's_ no 


fairy from the nearby pots, and 

step up to the Deku Seal. Asa Don Rog 
o go for this 

Deku, play the Sonata of L asv ‘Heart 

Awakening, and the Woodfall 9 hd Just 

Temple will appear. If youre Eearover: to 


ON LOW ongums: agf. the beach in the southeast (the cave 
gees bat ed là WADI above the beach is this area's Great Fairy 
10 OER TONE GE von Fountain), and use the series of Deku 
cash, and play the Song of Time. Flowers to fly north to the treasure chest. 
No need to take the long way back: Just 
use the Song 
of Soaring to á 
warp back to f_ 
the platform 
(from there, 
you can fly 
to the tem- 
ple). 


The first stray fairy will meet you at the 
entrance to this temple. All you need to 
do to get it is slap on the Fairy's Mask 
and wait for it come to you. A second 
fairy waits in the chest to your right, so 
you'll have to use the Deku Flower and 
hang a very sharp right to get it. 


Er kin, 
ij FLOW OF EVENTS |f 
| 


| Getting to the door on the 
[Hop AcRoss PolsoN Poor | í other side isn't as easy as it « 
ET | looks 5 glarded by wo 


Big Skulltulas (one in front of 
GET DUNGEON Mar each torch), so you'll need to 


fly right in between them. If they knock you out of the sky you'll have 
to walk back to the ladders at the south end of your room. Use your 
Spin Attack to deal with the Black Boes on the floor. 


Since not everyone cares to find the stray fairies, 
well list their locations in dark-colored boxes 


like this one. As we mentioned above, there 
are two stray fairies here: One at the entrance, 
and one in the treasure chest. 


ad 


[6] ILLUMINATE THE DARK 


[8] Hir THE LADDER SwircH 
9) DEFEAT THE Lizaifos | 


Be GET THE HERO'S Bow 


Take special notice of the weird flower-shaped mechanism in 
center of this room, as it will be important later. For now, it's just the 
red flower things floating on the poisonous water that matter. You can 

mal p 4 hop over them on your way 
to the sole unlocked door on 
the west side of the room 
(but only as a Deku-The flow- 
ers will eat Link!). The sec- 
ond floor is not currently 
accessible, 


mg ee. = 
There are four fairies in this 
room, but you can only get 
two now, The first is in one 


of the pots in the south- 

east corner. To get the 
other youll need to kill the 
Deku Baba near the locked door. 


While youre at the trea- 
sure chest, use your 
Magic Bubble to shoot 


down the hive in the north- 
west corner. That will reveal a 
fairy that 

you can 

attract 

with the 

Fairy's 

Mask. 


You'll need to hop 

o the Deku Flower 

in the center of this room 

and use that to get to the 

treasure chest and the 

Small Key it contains. Use 

the same flower to soar to 
the door to Room D. 


Small Key 


TEMPLE IF 


(PART I) 


GET DUNGEON Mar 


You ran by these spiky 
Snapper turtles in the Lost 
Woods, but there's no 
avoiding them this time. 
Bombs are one strategy, 
but the easiest way to kill 
them is to burrow into the 
flowers, wait for one to go 
sliding over you, and pop 
out at just that moment to 
send it flying. The timing 
of this takes some practice, 


N but it's the safest path to 
N victory. Grab your prize 


(the Dungeon Map), and 


t head back west to Room E. 


As soon as you enter, push the block forward, then 


loop around (watch out for a Big Skulltula ambush) and 


push the block two squares back the way you just came. Then, using a Deku Stick as a torch, 
you can easily run some flame from the lit brazier in the corner to the unlit one by the door. 


Then head on through. 


Three fairies 
here: One in a 
hive near the 


center of the room, one in the 
Big Skulltula in the northwest 
corner, and one underwater 
(but youll probably want to 
wait till the water is cleared). 


Magic Bubbles are the best way to kill 
Dragonflies, but you can hit them with 
the whole pop-out-of-the-flower trick if 
your timing is good. Kill both to unlock 

the door 
and make 
the trea- 
sure chest 
that con- 
tains the 
Compass 
appear. 


(6 |ILLUMINATE THE DARKNESS 


This spooky tunnel is infested with Black Boes, so 
charge through the darkness doing the Deku Spin the 
entire way. When you get to the brazier, use a Deku Stick 
to make a torch (you can get more from the Deku Babas 
near the entrance) and light the other three braziers. 


When all the torches are lit, » 
scour the room for any Boes 
you missed and finish them off. 


When the room is clear, a chest 
with a stray fairy will appear. 


Whip out another Deku Stick (you 

can reuse the same one over and 

over again if you just hit A Button to slash 
our sword before the stick burns out), and 
make a torch from the upstairs brazier. Jump 
across the floating platforms until you get to 


(and burn 
open) the 
web-covered 
door at the 
top. Now you 
can head 
upstairs to 


As human Link, hit Switch #1 to 
make a ladder appear (so you won't 


ve 


{have to cut through room E 


anymore). If youre low on 
health, you may want to head 
downstairs and crack the pots 
for some Recovery Hearts 
before you enter Room 1. 


A bad tumble here may 
send you back to Room B, 
so be careful! You may 
want to go to the bottom 
level and use your Magic 
Bubbles to kill the Dragon- 
flies before you 
attempt the 
flight. 


Two more fairies in Room B: One is just 
in the balloon to your right as you enter. 
To get the other, use a flower to fly to 


Switch #2 in the northwest corner. Hit 
that to make the fairy chest appear, 
and use the ladders to get back up. 


—Room G 


WOODFALL 
TEMPLE IF 


Plus one & in room G 
(on second floor) 


The Lizalfos 
you face here 
can be tough if 
you don't yet 

know how to fight defensively. Block with your shield until This battle is a little 

the Lizalfos leaves an opening, then hit it with a Jumping 
Slash. But beware of its fire breath: That can't be blocked. 

The prize is the Hero's 

Bow, which you can put to 

immediate use on your way 

out. Shoot the eye switch on 

the ledge in the opposite 

side of Room C to raise the 

Deku Flower that will allow 

you to cross to the mini-boss. 


trickier. After receiving 
a few easy hits, Gekko 
will summon his steed, 
a Giant Snapper. As 
you may recall, the only 
way to deal with these 
guys is to burrow into a 
N fAower and blast off 
when it's directly above you. But you haven't done any 
damage yet; that will just send Gekko scurrying to the 
ceiling, and you'll have 
to switch to Link and 
pick him off with your 
bow. Get close, he 
moves pretty fast. After 
three hits hell revert 
into a harmless frog, 
allowing you to snag 
the nearby Boss Key. 


II | RAISE FLOWER PLATFORM 


— Nes” 


With the Hero's 
Bow and Boss Key 
in your posses- 
sion, head back to 
Room B. From the 
ledge with the first 
foot switch, fire an 
arrow straight 
through the lit bra- 
zier into the unlit 
one on the big 
wooden _ flower 
platform thing in 
the middle. It will 
rise and begin 
spinning. The poi- 
sonous water will 


finally drain away, giving you easier access to the 
underwater stray fairy in Room E. 
One more thing to do: From the center of the 


spinning platform 
arrow through the 
fire and into the 
unlit brazier on the 
ledge by the sec- 
ond foot switch. 
This will open the 
door to the dun- 
geon's final room. 


in Room B, shoot another 


Masked 


O 


Keep him Z-targeted, and nail him with 


(you may want to try picking off 


SS OOM 


The various alcoves in the 
south wall contain fairies 
and the supplies (such as 
Magic Pots and Arrows) 
that you'll need to get 
through this room. 


When you have them all, 
shoot the crystal switch 
from the farthest west 
alcove to 
extinguish 


temporarily 
the flames 


the Dragonflies first so they don't IG 


get in the way). Then quickly fly 
through the middle platforms from 
west to east, until you get to the 
Deku Flower that will take you to 
the Boss Door. 

three fairies 


5 RE in the alcoves 


in the southern wall, and one float- 
ing in a bubble inside a pillar of 
flame. Shoot it with your bow and 
use the Fairy's Mask to lure it home. 


You'll _ find 


Jungle Warrior 


DOLWA 


The game's first boss is a snap to beat. 


an arrow whenever he lets down his 
guard. Then, while he's stunned, go 
for a Jumping Slash. You can block 
all of his attacks with your shield, 
except for his big swipe, which you 
can roll under. When he begins sum- 


moning bugs from the ceiling, you may 
want to use the bombs to kill them, or 


just Spin Attacks. If you have the Blast 
Mask, you can let them gather around 
while you block, and blow ‘em all up at 
once. 


This is optional, so if you're out of time, don't 


Worry. 


In future cycles you'll be able to warp 


right to the boss upon entering the Temple, re- 
kill him, and save the princess whenever you 
want. To do so, cut away the vines that imprison 
her, pop her into a bottle, and hock her at the 
pawn shop… Errr, bring her home, | mean. 


IF you've diligently col- 
lected all 15 stray fairies, 
| take them to the Woodfall 
sl Great Fairys Fountain to 
collect your reward. 
(Remember-the fairies will 
disappear when you play 
the Song of Time, so don't 
put it offl) The cave is in 
the beach southeast of the 
Temple, and you can reach 
it by flying from the Deku 
Flower at the end of the 
nearby bridge. The prize is 
a powered-up Spin Attack 

| with much wider range. 


If you visit Koume after 
defeating Odolwa (it must 
be in the same cycle), shell 
be offering a new Safari 
Shooting Game. If you can 
shoot 20 or more of the 
targets she holds up during 
the cruise, youll get a 
Heart Piece. If you acci- 
dentally shoot her too 
many times, the game will 
end, but that doesn't hap- 
pen frequently, so don't be 
afraid to take risky shots. 
This is probably the easiest 
of the three archery games. 


And this is definitely the 
hardest. Don't waste time 
keeping score: You won't 
win anything unless you 
get a perfect score (more 
than 2180). The first time 
you achieve that you'll get 
a Bigger Quiver, the sec- 
ond time you'll get a Heart 
Piece. 

This game requires pre- 
cision! The Mad Nuts are 
the easiest to hit, but you 
have to hit all four each 
time they pop out (5 times 
total). Also, there are two 
"hidden" Mad Nuts that must be shot, in the upper-left and 
upper-right. Wolfos run across the screen periodically, 
and there are four flights of three Guays (which fly back the 
way they came, giving you a second shot). To keep track 
of it all, listen for the various whistles as each enemy 
enters the board, and memorize their patterns. 


®00:27:2 
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Deli the Princess to 
her home (by emptying the 
bottle in front of the King) 
to complete your quest to 


freed, the King will get a 
savage beating, and you'll 
be rewarded with the Mask 
of Scents… Just as soon as 
you go get it yourself. 


Follow the King's Butler 


BN to the treasure room on the 
Pl west side of the Palace 


area. To get the mask, 
you'll have to chase him 
through a massive maze of 


da z- MN traps and blind turns. 
EE This take practice, but 


you can save time by being 
the Deku (who can hop 
over water and runs a bit 
faster) until you need to 
transform to Link to use the 
bow on a crystal switch and 


jump over rock spires. If d 


you want to cheat, try it 
with the Bunny Hood (see 
page 57). 


makes Link snort like a pig, and also lets him ‘see" the scents 
of the Magic Mushrooms that Koume sought in the Lost 
Woods. Bottle the scent and bring it to Kotake, and shell 
begin offering Blue Potions, which refill both HP and Magic. 


The archery game in 
Clock Town is a lot easier. 


So what does it do? Well, it 


The trick is to shoot the red | 


Octoroks and not the blue 
ones, or you'll waste time 
(which will prevent you 
from being able to play the 
final round, which has five 
red ones). There are fifteen 
rounds total, and 50 red 
Octoroks in all. You'll get 
the Bigger Quiver (or if 
you have that already, the 
Biggest Quiver) for nailing 
40, but you need to get all 
50 to win the Heart Piece. 


Gossip Pit 2 
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KONI) Dodongos are tough, so fighting 
two in close quarters won't be 
easy. Their weak spot is their tail, 
but it will take nearly a dozen 
Kokiri Sword stabs to bring each 
Dodongo down (and you'll leave 
yourself vulnerable to their damag- 
| ing tail swipes). Instead, go long 
grange and use bombs or your bow 

from a safe distance (six arrows to 

the backside will drop each 

Dodongo). Kill both and 

you'll get a Heart Piece. 

Just stay away from their 

exploding corpses… 
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SYMPHONY An open pit just off the trail from Clock 
_ Town and a second pit under a bombable 
Every few hours you'll find boulder both lead to small caves with a 
s a new set of notes on this quartet of Gossip Stones. These may look 
| graffiti clef. Play the tune and MR familiar: There are two more Gossip Stone 
earn a few rupees (anywhere d pits, one between the Swamp Path and 
from 3 to 60). Ì Milk Road, and one just behind the Astral 

p Observatory. 
The Stones like music, but aren't big 


Ocarina fans. Instead, 
transform into a Deku 
(or any other species) 
and play the Sonata of 
Awakening (or any 
other song that's col- 
ored on your status 
screen). The large 
stone will change 
color (depending on 
your race). Play the 
same tune as the same 
form at all four pits, 
and you'll receive a 
Heart Piece. 


BOMBERS. NOTEBOOK #5 
KAMARO, GHOST OF A CHARISMATIC DANCER 


IFyou're still hanging around in the North part of Termina field Big chunks of ice block 

at midnight, you'll hear an eerie tune coming from one of the your progress to the North. 

frozen trees. Do a rolling jump off the ledge and talk to Kamaro, But as Tatl will point out, a 

7 WE Ghost of a Charismatic Dancer. If you dangling icicle provides a 

pn) 9 AP NEM play the Song of Healing for him, hell solution. Fire an arrow (or 

ie Kiek give you the two) and it will obliterate the 

N , Kamaro's Mask blockade as it falls. 

(and a seal in 
{ d Leef your notebook). 
Put on the mask 
| Kd Cidi: and do that 
120 funky dance, 


| THE ROSA SISTERS 


EÌ_ Surprisingly, the ability to break into interpretive dance with a tap of 
the B button isn't a great asset on the battlefield. But the Rosa Sisters, 
who try to work out new dance steps 
every night in West Clock Town, will be 
grateful for the lesson. Do your sexy 
dance for them, and they'll thank you with 
a Heart Piece (and a notebook seal). But it 


comes at a price: | know the theme of 

Majora's Mask is supposed to be horror, 

but Link's terrifying, faceless gyrations 
gave me nightmares for weeks. 


AE NN 


CROSS TO MOUNTAIN VILLAGE 

: TI This uneventful mountain pass is full of giant 
i= Ne En BE snowballs, pesky Tektites, and camouflaged 
k he 6 hal ca White Boes. Some of the snowballs (which can 


sj be bombed away) contain Hearts and Magic 
ej Pots, but be careful: a few conceal White Wolfos 
enemies (which are like normal Wolfos, just, 
um, whiter). gam ‚ 

Bj Near the top the 
ed ME snowballs _ will 
actually block the path, so make sure to save at Kees 
least a few bombs. 


rom Termina Field 


Fight the ever-annoying Tektites with your 

Vertical Slash (forward plus B Button). That 
way youll be able to hit them (and protect your- 
self) even when they do their sudden leaps. 


bá_ACTIvarE WARP PONT #5 
3 | HEAD EAST TO FROZEN LA 


First things first: Cross the little 
bridge in the northwest corner of 
this icy valley and activate the 
Owl Statue. You'll also notice a 
Goron here, starved and shiv- 
ering beneath a frozen 
waterfall. There's nothing 
you can do for him now. 

The building is a 
Mountain Smithy 
where you can 
get Link's sword 
upgraded, but 
the block of 
ice on their 
hearth has 
put them 
out of busi- 
ness for the 
time being. Neither of these geniuses 
have struck on the idea of using fire to 
melt the ice, but they have heard tales of 
a hot spring hidden nearby. Head East to 
Goron Village (via Frozen Lake) for more 
information. 


- 


CONTINUE ON TO GORON VILLAGE The surface of this lake is frozen 


solid, but you'll still need to use the 

network of bridges to get across to Goron Village, since there is no ramp leading from the lake's surface to 
the city's entrance. Impeding your progress are a trio of White Wolfos, who you're better off running from. 
Tingle can also be found here: He's selling maps of Snowhead (this area) for 

20 rupees, and Romani Ranch for 

40. Speaking of the 

Snowhead map, you'll 

note that it lists a trea- 

sure chest in this 

area. But if you 

follow it to the 

spot, you'll find it 

frozen far 

beneath the ice. 

There's no way 

to get it now. 


From Mountain Village la. 
Buried Chest 


LL 


If you reach the exterior of Goron Village te 
on the first day, you'll find a sentry who 
will let you in. But he!ll freeze up and 
turn into a rolling snowball on later days, 
so unless you want to bomb him out of 
it (the Blast Mask works well for this), 
you 
won't be 
able to 
get inside. 


dl Akindo Nut 


EEE) TW ef tad Heart Piece 


But that's not a problem, since the event 
we're waiting for happens outside. Meet 
Kepola at the ramp in west, and he'll guide you 
to a floating cave. You won't be able to see the 
platforms (yet), but if you follow the feathers he 
sheds, you'll make it safely across. 


One other thing you 

can do here in Goron 

Village is talk to the 

Akindo Nut as a Deku, 

and offer to trade your 

Swamp Title Deed for his Mountain Title Deed. It's a deal he!ll gladly accept, 
leaving his flower so you can get the Heart Piece. Hell also offer to sell you 
the Biggest Bomb Bag for 200 rupees (and the trade-in of your Big Bomb 
Bag). But that offer is for Gorons only, so come back when you get the Mask. 


LENS OF TRUTH The Lens of Truth you'll find in the floating cave 


shows you hidden chests, enemies and plat- 
forms, but slowly saps your magic reserves. If 
you equip it now and fire it up, you'll find an 
invisible chest (with 20 rupees) guarded by an 
invisible Skulltula. IF you have a bomb, you can 
find a second chest (with 50 rupees) behind 
one of the big rocks. 
The feathers are gone, but your Lens of Truth 
will let you see both the path back to Goron 
Village, and the specter that awaits you. 


LZ [OPEN Hot SPRINGS 


The text 
on the grave N 
will help you 
learn your 
new form's 
abilities, but 
the grave's 
Abigge st 
secret lies 
beneath. 
| Transform 
into a Goron 
and give the 
grave a tug 
to reveal the 
first of two 
Hot Springs. 
When you fe 
fill your bot- È 
tle with hot spring water and em it at a 
Put the Goron hero to rest block of blue ei he ice will allte ita 
with your Song of Healing, try on the Goron outside, and then refill 
and he'll bequeath you his your bottle, dive off the cliff, and get ready 
earthly form by giving Link the to run. Time is of the essence, since the 
Goron Mask. water will lose its efficacy in one real world 
minute (it will also lose its warmth if you 
land in the cold water, so aim your cliff dive 
carefully, or transform into a Deku first). 
You can use this water to defrost the Elder 
(see point 9), but 1 recommend you first 
dash off to the Frozen Lake (see map next 
page) and use it to melt the ice that blocks 
the entrance to the second Hot Spring. This 
Hot Spring is much more convenient, and 
you don't 
want to have 
to climb all 
the way up 
the invisible 
ladder every 
time you 
need a refill. 


Darmani's ghost isn't quite 

sure you really can see him, 
so after your initial conversa- 
tion hell go running out of 
Goron Village, past the 
Frozen Lake, and into the 
Mountain Village. _ Follow 
him closely (or just meet him 
at the exits to each area) and 
Il end up in front of the 

sheer wall past the icy river in the North end of 

Mountain Village. With your Lens activated, you'll 

be able to see the hidden rungs that lead to 

the top of the cliff. When the ladder forks, 

head right, then left, then right again, 

and you'll soon find yourself outside of 

the Goron Graveyard. 


R IF you haven't been inside Goron Village yet, you need 
8 Ke BABY Go ON to go there before you can proceed. Human Link need- 
ed to speak to the sentry to get in (he's trapped in the snowball on days 2+3), but Goron Link can get in 
by himself. Just do your Goron Smash in front of the door and head inside. 
Besides an over-priced shop and a bunch of maddened Gorons, there isn't 
much to do here. And that's fine, ‘cause Baby Goron's wails don't get any 
nn more pleasant. Talk to the baby 
(the chiefs son) and his care- 
f takers and get out of there 
before you're driven to 
violence against your 
speaker system. 


Chandelier 


Baby Goron isnt 
gonna shut up till he 
hears from daddy, 
and at the rate his 
father's moving, that 
isn't going to be 

| anytime soon. The 
Elder Goron actually 
does get a bit closer 
to Snowhead each 
day (ending up right 
beneath the Moun- 
tain Village cliff on 
day 3), so be sure to 
check the map to 
the right for his cur- 
rent position. 


or Goron Punch 
away the snowball, 
and empty your dg 
hot water bottle. @ 

If you've already 
spoken to his 

son, he'll give you 
the first few notes of 
the Lullaby that will 
finally send his colicky If 
brood straight to sleep. 


È 


Ee 


he LEARN THE GORON LULLABY 


eey 


Baby Goron, he'll fill in the blanks and the Goron Lullaby will 
it here and now (as a Goron) and Baby G will drop like a 


The Elder Goron couldn't remember the 
whole song, but if you play what you have for 
be saved to your song page. Play 
log, as well as every other Goron 


in hearing distance. If only the military could — 
Goron Lullab somehow harness the power of this astonish- 
ing lullaby technology! 
In addition to silencing the kid, this 
song is the key to entering the Snowhead 
Temple. And now that you have it, 


If you can use a Deku Stick to light all the braziers in 
Goron Village before the first one goes out, you can get the 
giant chandelier in the roof to start spinning. (The braziers 
are already lit in the baby's room, so use that as the source). 
Then morph into a Goron, head back to the red carpet out- 
side of the baby's room, and do your Goron Roll over the 
ramp and into the chandelier-mounted pots. One of 
the five contains a big hunk of what the Gorons refer 
to, as “Rock Sirloin.” 

Grab that, and carefully carry it all the way back 
to Frozen Lake and toss it over to the shivering 
Goron beneath the frozen waterfall. _ He'll 
reward you with Don Gero's Mask, which lets 
you talk to frogs. When you bring together 
all five frogs (see page 79) you'll get a Heart 
Piece. 
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you'll never have to do 
any of the earlier stuff 
gf again. 


If you bring some hot water to the Black- 

smith and defrost his hearth, he'll express 

el his gratitude by offering to severely over- 
charge you for a crappy sword. 

Yeah, it's not even close to worth it. The 
Razor Sword upgrade costs 100 rupees, 
takes a day (whenever you turn it in, itIl be 
ready the next B: 
morning), falls == 
apart after 100 
swings, and can 
not be taken 
back in time 
with you. It's 


with, but sword- 
RS play won't be 
much of a fac- 
tor in the next 
dungeon, and 
you can get a 
permanent 
upgrade to the 
Gilded Sword 
after that. 


ROLL TO SNOWHEAD 


After learning the full Lullaby, warp back to the 
Mountain Village and head to the northwest. This 
windy road connects that village with Snowhead 
mountain, but crossing it isn't easy. Youll need to 
transform into your Goron form, do a Goron Roll, and hit 
the ramps at full speed to make it over the gulches. 

Goron Rolling can be tricky at first. Hold down the A 
Button and press gently forward to build up some 

steam (you'll start to flame, then the spikes will pop f 
out). When the spikes come, press full for- 
ward (you don't need to hold it) and aim for 
the first ramp. You may want to slow down 
a bit for the tricky hairpin turn before the 
second ramps, but don't worry about the 
snowballs. When you're at full-speed, you'll 
plow right through ‘em (and get the Magic 
Pots they contain). 
sscosveere 
If you stop just before 
the second ramp and 
} use your M 
youll see à 
invisible blocks 
to a distant Heart Piece. 
, Unfortunately 1 need 
the Hookshot to get it 


4 ACTIVA 

No matter how careful you are when trying to cross this thin 
ledge, you'll be blown off into the abyss every time. If you want to 
know why, use your Lens of Truth: A giant invisible Goron is blow- 
ing blizzards your way. But we know how to deal with Gorons, 
don't we? Play your Lullaby to stop the wind and send the 
bewitched Goron tumbling down the mountain. 

Strike the owl statue, bottle an 
extra fairy from one of the small snow- 
balls near the entrance, and carefully 
make your way to the mountain. When 
the snowballs roll your way, just give ‘em a 
hearty Goron punch. 

When you reach the mountain area, you'll be 
attacked by White Wolfos, enemies that take 
more finesse to beat than your Goron form can 

manage. Just 
roll on by and 
take the 
corkscrew 
path to the 
entrance of 
the second 
Temple. 


From Snowhead Pass 


„CED 


Either the Goron 
or human Link can 
easily clear away 
the ice stalagmites 
in the entryway. 

Push the block behind 
them into the pit, and 
you'll end up in a cham- 
ber with three doors. 

You'll _ recognize 

the ice block on 

the middle door, 

but there's no hot 

water in here, so 

only Fire Arrows 

will do the trick. For 

now, just kill the Wolfos 

and head into the door 
on the right. 


ROLL ACROSS Sc IDGE 


5 The bridge across this lava pit is out, but 
GET COMPASS a high-speed Goron Roll can make the leap. 
Se El Be the ice breath and rolling straight 
L_OPEN STARWEUL | Î 8 | can take practice, but don't worry if you 
f mess up: Lava doesn't hurt Gorons. 
Before you head into the door on the 
left (Room D), transform into Link, jump 


across to the stairs, and take a brief 
detour for the Dungeon Map. 


N There are two fairy bubbles 
here. Use the Great Fairy's n 
R:: and take two good « 


bow shots from the north € 
ek (near the crate). / HK / ad 


of you ve dealt with the bomb dogs in 
this room before, you'll know to keep 
your sword in its sheath. The weapon of 

oice for dealing with ‘Real’ Bombchus 
is your Shield; when they charge, whip 
it out and they'll bounce off and deto- 
nate harmlessly. After you grab the 
Map and some rupees (5 in each crate), 


head down to Room D. 
The fairy here is a cinch to get: It's 
ight in the corner west of the chest. 


The one door in 
Room D that isn't 
frozen leads to this 
small room. Grab 
the blocks and pull them back to reveal 
a hidden alcove, and a chest with 
a Small Key. 

If you're collecting stray 
fairies, keep pulling the 
block into the farthest notch 
on the floor (when you get 
it right, you'll hear a chime). 
This will make a chest 
appear, and give you a way 
to get to it a bit later on. 


Small Key 


MELT THE ICE 


Room D is a five-story cham- 
ber that connects every room 
in this dungeon, but most of 
them are frozen shut. But you 
can melt the one that leads 
back to Room A by firing an 
arrow through the torch flame 
and into the ice. That shortcut 
will come in handy after we 
get the Small Key in Room E. 


If you drop down to level 
Bl of this room, youll find 
a switch in the lava. Step 


on it (as a Goron, of course) and 
a chest with a fairy will appear. 


| 
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K GET COMPASS After melt- 


ing the ice in 
er Room D, take 
OPEN ST IRWELL that door back 
to Room A, and use the Small Key to unlock the 
room on the left. There are a lot of ice blocks here, 
ad but all you can do 
now is fend off 
Wolfos ambushes as 
you grab the Com- 
pass. Then take a 
bomb or the Blast 
Mask and blow away 
the wall in the West, 
revealing a staircase 
to level B2. 


pi” 
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e SMASH IcE BLOCKS ] "vou ate joo 


ing in this cavern, To solve this puzzle, transform into a Goron, and 
youlll see an icicle do a Goron Press on Switch #1, which causes 
dangling precari- Switches #2+3 

ously over each À rise. Then Press #4 to 

ice block. Fire raise #5, and Press #2 

a few arrows to lower both it and 

into each one #3 (which gives you 

to send them access to the door). 

crashing into N Scramble up Switch 

the chunks of ice Dn U #4 before time runs 

that are blocking s 02 eN out and leap back to 

your path. Then jump d the other side. 
from pillar to pillar until 
you get to the ledge 
with the big snowball. 
Bomb or Goron Punch it 
away and grab another 
Small Key. 


This fairy is tricky to find. 
Use your bow, Fairy's Mask 
and Lens of Truth and aim 
straight up at the ceiling in the 
center of the room. 


Use your Lens of Truth in the southeast corner of the 
room and you'll see a hidden alcove with a fairy chest 
inside. You can jump to it from one of the Pillars. 


EE. 


[9 [ WizroBr RouND | 
mi GET FIRE ARROW 
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Our destination in the second floor of the main chamber (see 
Map D2 on the facing page) is Room |. Getting there means 


room, so you can spot him as soon as he pops up. 
But after a few hits, he gets tricky, and starts sending illusionary forms to every other 
Cl square. The real one is the one that does what can only be described as ‘a jaunty little » 


jig' as soon as it appears, so if you d 


— 


The door opposite 
of the Wizrobe's 
room, in area D2, 
leads to the top floor 
of the room where we 
found the Dungeon 
Map. You can get a 
new fairy by coming 
in from this side, and 
now that you have 
the Fire Arrow, you 
can use this room as 
a shortcut between 
floors. If you stand 
on the platform in 
the center of the 
room and shoot both 


Ì the Freezard and the 


frozen eye switch 
with Fire Arrows, the 
platform will elevate 


\ you to the 2nd floor. 


You can get the second 

fairy here by using your 

Lens of Truth and hopping 
across the platforms. 


Goron-Jumping across the bridge in front of you, rolling 
around a snowdrift to the east side, and jumping anoth- 
er bridge from there. 

Crossing angled snowdrifts is easier than it looks. The 


trick is not to charge up to the flaming, spiky type of 
Goron Roll, but to maintain control and take it slow and 
steady instead. If you hit the wall and start to bounce, 
release the button and quickly start a new roll. If you 
mess up this time there's a net, but you wont be so 
lucky next time. So learn this skill while you can. 


This nasty mini-boss teleports from square to 
square, firing unblockable ice beams if you dont 
nail him with an arrow first. Defeating his first 
stage is simply a matter of quickly scanning the 


on't see that in the squares you're facing, you know 


he's behind you. If you «4 
can't figure out which 

one is real in the first sec- 

ond or so, just cut your 

losses and try to dodge the shot. 

Victory earns you the Fire Arrow, which lets you melt 
those annoying Ice Blocks in one shot! If you're already 
into the final day, you may want to use the Song of 
Time. With the Fire Arrow in your arsenal, getting back 
to where you are now will be a snap. 


For now, pass up the elevator 
and head back down the stairs ff 
to Room B. Smash the crate for / 
a Magic Pot if necessary, and à 
then go on a killing spree; One 4 
Fire Arrow for each Freezard, 
and one for the ice block in 


between. 

When you've eradi- 
cated the enemies, 
a chest will 
appear, contain- 
ing this area's 
final Small Key. 
Grab that and 
head back out to 
Room D to put it 
to immediate use. 


ENZ" 


If you're collecting stray fairies, you'll want to head back 
to Room F (left from the dungeon's entryway) for three 
new fairies. First, melt the ice blocks to reveal a switch, 
Which you can hit to create a sliding block. Push that near 
the ledge with the chest to get one fairy, then to the north- 
west corner of the room. From there, toss a bomb onto 
the crate above the Pillar (by the bombed wall) to reveal a 
fairy (lure it over with your mask, or do a rolling jump), and 

then jump to the other ledge and cross into Room E. 
IF you left the sliding block where you were sup- 
posed to (see ! 
#5), you can 
use it to jump 
across to the 
chest on the 
other side, 
and get your 
10th fairy. 


Room D to this 2-story room 
with three doors, three braziers, and three Freezards. Light 
all the braziers with your Fire arrows, and the center door 
Will open. This will be easier if you kill the Freezards first. 

IF you mess up and fall, melt the frozen Deku Flower and 
jump back up. if you run out of MP (that's a lot of Fire Arrows, 
after all), you'll find lots of Magic Pots on 
The newly unlocked door 


j rooms you've already visit- 
ed, but you can send it back 
by hitting the counter- 
switch in the basement level 
of Room D. But you should 
never need to do that. 


Kill all three Freezards (with Fire Arrows) and a fairy 
chest will appear where indicated on the map. 


Getting around 
that big pillar isn't 
3 5 rop down to the lowest level of Room D, and 
take the stairs back up to [F, Head into Room B and take those stairs to Room 
C, where you can activate the elevator to take you up to level 2F. From there, 
cross the snowdrift into the ice-blocked stairway and melt it down. 
That leads to 
the third floor of 
Room D. It's a 
lot like the floor 
below it, but 
the _snowdrift 
doesn't have a 
net. So if you mess 
up, youlll have to do it 
all over again. 


Kd ; De . pe 
SNOWHEAD 
LEVEL 3F 


DEFEAT THE LJ 
This room is full of snowball- } xe B A pair of Lizalfos ambush 
tossing Eenos. Be aggressive BE, you in this room, but they're 
and eradicate them all or } ai. nothing you can't handle. You 
risk taking a snowball in Bj H BS can use tried and true tech- 
the back while you use h BREE niques, or nail them with Fire 


your Fire Arrows to melt Ì k EE Arrows before they swing for 
one last ice block. 1 ahhhan a two-shot kill. 


Md 
There's another hidden alcove here, so whip out that These two fairies couldn't be easier to get. 
Lens of Truth and head to the Southwest corner. One rises from each of the fallen Lizalfos. 


There's only one fairy left, 
and that's the one in the hidden 
alcove you might have noticed 
if you scanned the main cham- 
ber (D) with your Lens of Truth, 
between the |st and 2nd floors. 
| guess you're supposed to use 
the Deku Flower on the 4th 
floor, but it's even easier if you 
just use your Lens, face the 
Northwest corner of this pillar, 
and make a Rolling Jump in the 

fj alcove's direction. 


This Wizrobe has a bigger room and more pos- 
sible appearance spots, but if you know the trick 
you'll find him to be much easier to beat than the 
first one. Just jump onto the ledge with the pots, 


Best Position 


break them all, and set up camp in that corner. #8 


From there, you can scan the entire battle field, so 
you'll immediately be able to figure out which is 
the real Wizrobe during his second phase. And if 
| You mess up, its no big deal; his shots will 
explode when they hit the ledge of your platform, 
and the ice spread won't be able to reach you in 


your corner. The 

only tricky part 

of this strategy is f 

that you'll have f 

to target him 

manually (he's too far away to Z-target), but you 
should have the hang of that by now. 

When you beat him, both doors unlock, and you 
can take the North one to a small alcove with the 
Boss Key. Remember that you can't take this back in 

time with you, so if 
you use your 
Ocarina to time 
warp back, you!ll 
have to battle this 
Wizrobe all over 
again. 


SHORTEN THE CENTRAL PILLA 


Getting to the boss room is a bit complicated. 
You need to do a Goron Roll jump from the south 
side of the 4th floor, but the only way to get to that 
platform is through the staircase on the 3rd floor (the 
one that's full of snowballs). 
But the pillar has that entrance completely 
blocked. So you'll 
need to transform 
into a Goron and 
make some alter- 
ations. Ke 
Head over to the 
second floor, and 
use your Goron 
Punch to smash the 
blue sections into 
| pieces. Then head 
up to the third floor 
and do the same. 
ES When you've bust- 
ed all four, you'll be able to walk straight across to 
the snowball hall. Punch those away, head up to the 
fourth floor, and do your Goron Roli to leap over the 
bridge and into the boss room. 


You'd think we could just 
leave this guy frozen solid, chis- 
el off the mask, and call it a vic- 
tory for the forces of good. But 
Link likes to do things the hard 
way, so get Arrows and Magic 
Pots from the pots if necessary, 
and let loose a Fire Arrow. 


Ghot seems happy just to run around in 
circles and ignore you, but you need that 
mask he's wearing. So go Goron and begin 
the chase. As a red-hot, full-speed spiky 
ball of rage, you need to catch up to him 
and sideswipe him to death. He'll attempt 
to stop you with long range lightning 

blasts (wait till he fires, then swerve), short range heat- 
seeking blasts (these are trickier: When youre close to 
him, swerve wildly underneath him or just behind him so 

Bl these can't get a lock), and back-kicked bombs and 
chunks of turf. When he's using any of these 


IF you've collected all fifteen stray fairies, take 
them back to the Snowhead Fairy Fountain and 
meet the Fairy of Wisdom. Her reward is incredi- 
ble: A double length Magic Bar! This is a must- 
have for future challenges like the Goron Races, 
| and takes a lot of the sting out of such magic- 
sucking items as the Lens of Truth and special 
Lan arrows. If you 

Ko missed a few, go 
back and get those 
fairies! This prize is 
too good to pass up. 


weapons, stay away from 
the ramps, since 
‚you'll be a sitting 
\ duck while air- 


Big Goron 


borne. You should be able to 
get a bunch of hits each time 
you catch him, and if you can 
trip him up, you'll get a bunch 
more. As long as you're dodg- 
ing effectively, you'll find Ghot 
to be one of the easiest bosses 
in the game. 


20[ BIGGORON'S 
ÄPOLOGY 


Wondering what happened 
to the giant invisible Goron 
who tried to stop you from 
entering Snowhead? You can 
find him outside of the 
Temple, way down south near 
the owl statue. Apparently he 
survived his fall, regained his 
visibility, and stopped being 
evil. So pay him a visit and 
have a nice chat. 


The veil of ice over the 
Mountain Village area has lifted. 
temporarily. As soon as you play 
the Song of Time, winter will 
reclaim this area until Ghot's next 
defeat, so enjoy this taste of 
spring while you can. 

You can find an invisible trea- 
sure chest containing 20 rupees 
in the little cave behind the 
waterfall (use the Lens of Truth, or 
feel around for it). There's another 
20 in the pit in the newly thawed 
passage linking the Village basin 
with Darmani's Tomb. Frozen 
Lake has also thawed, but its trea- 
sures are much too deep to be 
claimed by a human. 


GET POWDER KEG CERTIFIED 


Return to Goron Village as 
Darmani and you'll receive a s #, 
hero's welcome. But accolades 
are fleeting in Majora's Mask, 
since all will be forgotten in the 
next cycle. The real reason to 
return to Goron Village is to hit 
the Bomb Shop. No, not the one 

Bij inside (which is holding a ‘Spring 
| Bargain Sale" on its usual inven- 
tory), but the one outside, in the southeast chamber that was 
previously frozen over. 

They sell Powder Kegs here, but they won't give ‘em to just 
anyone. First you (as a Goron) have to take a little test, which 
involves transporting a lit keg all the way to the rock-blocked 
cave near the previously-frozen lake. The fuse won't last for- 

ever, so hurry: Start by tossing 

el the keg over the inclines in the 
Pa| cave, and rolling up after it. 
Pel When you get to the giant rock 
by the lake, set it down and 
either wait for the detonation or 

set it off with an arrow. Return 

to the shop to receive your cer- 
tification and a free Powder Keg. 


To Snowhead Pass 


Waterfall Chest 
À 


Mountain Smithy 


The big rock you just While you're 
blew up was blocking the in Clock Town 
Goron's seasonal race buying your 
track. Now that it's gone, Powder Keg, 
the races will resume. take a little 
That's good news for you, 
since a victory in the races / 
is the first step towards ’ 
earning the double- B / 
powered Gilded Sword. 
You may not be able 
to beat Ghot, get certi- 
fied, win the races 
and get the sword 
forged all in one 
cycle. So start a 
new cycle if neces- 
#13 sary and begin by 

buying a Powder 

Keg from the shop in Goron Village (for 100 

rupees) or from the Goron in the Clock Town 

Bomb Shop (for 50 rupees). You can only 

hold one at a time, unfortunately. 


To Unfrozen Lake 


} detour and play the 
East Clock Town 
Treasure Game. The 
prizes in this game dif- 
fer based on which form 
\ you are, and the 
top prize (a Heart 
Piece) is reserved 
for your Goron 

form only. 


Goron Races 


Pit: Bombchu / 


‚ 


The first and only prize 
in the Goron Races is a bot- 


item you need to upgrade 

| the Razor Sword into the 

Gilded Sword (the Empty 

Bottle is a nice bonus-but 

you only get that the first 

time, of course). To claim 

the prize, you need to come in first, which is no small 
feat. Get an early start by jumping the gun and surging 
forward as "1" fades (everyone else waits till Go"). Just 
go for speed in the first half, and make sure to stay 
away from the bomb plants (even if one of your oppo- 
nents trips one, the blast could still hit you). When you 
get to the final leg, start getting violent! No matter 
how far ahead you are, your rivals will start catching up, 
and you'll need to smash ‘em up to assure your victory. 


Ea 


is 
some: It does all 
the damage of the 
Razor Sword, but 
it never breaks 
and you can take 
it back in time 
with you. But 
oron Races wired, 


doing everything you need to do to get it in 


one cycle takes planning. 


Take out 150 rupees in Clock Town when 
you begin a new cycle, and use 50 of it to buy 
a Powder Keg. Then warp to Snowhead and 
defeat Ghot to bring about spring. When 
thats done, drop your Kokiri Sword off with 
the Smithy (with 100 rupees) to get it forged 
into the Razor Sword, and then win the Gold 


Dust in the races. 
You need to bring 
it to the Black- 
smiths by the 2nd 
night, ‘cause it will 
take them another 
day to make the 
Gilded Sword. 


BOMBERS' NOTEBOOK #6 JA 
ANJU, KAFEL ET AL - PART Î 


The Anju and Kafei subplot is so long and involved well have to cover it in two \ 
parts. Their poignant love story is not only the key to a couple of exclusive masks 


and their respective Bombers Notebook entries, but it's 
also an integral part of the Notebook subplots of Aroma, 
Dotour, the Postman,-and the Curiosity Shop proprietor. 

The first step is to talk to Anju at the Stock Pot Inn between 
1:30 and 3:30 pm on the first day to get the Inn Key. Put on 
the Kafei's Mask you got from Aroma in the Mayors House 
and talk to her again (you can do this part up till 7:30), and 
she'll ask to meet you that night in the kitchen. 

Use your Inn Key (or sneak 
in through the upstairs door) to 
meet her there. Shell give you 
a letter to post outside, 

Drop the letter in any mail- 
box and wait for the Postman 
to pick it up. You can fol- 
low him back to the 
POS nt 


Office, and then on his rounds as he delivers the letter later that / 
day. When the Postman rings the bell at the Laundry Pool, Kafei will Nep 
run out to get the letter, and you can sneak into his hideout. 
He!ll give you a Memorial Pendant to bring to Anju. Do that, and then \{ N 
hang around till-after 1 pm on the third day, when the door to Kafei's place } & 
will be open again. But inside you won't find Kafei.…. He's run off to Ikana 6 


ON Ws 
Te 


(unless you already stopped the burglar on the first night). 
Instead youlll find the Curiosity 
Shop guy, who gives you 
Kafei's Keaton Mask and a 
letter Kafei wanted you to 4 
deliver to his mother <t 
(that's Aroma). Well Á 
discuss what to do with — S 
that in Bombers’ Notebook #9, 


N QUIZ Finally, we meet the legendary Keaton! | always 
thought it was supposed to be Pikachu (the resem- 
blance is disturbing, you must admit), but it's actually a three-tailed fox who's 
fond of pop quizzes. To summon him, go to 
one of the game areas where the little shrubs 
run away when you slash them (there's one in 
North Clock Town, Milk Road, and Mountain 
Village). Correctly answer three quiz questions 
(the answers are listed on page 1 15), and youlll 
get a Heart Piece. If you lose, summon him 
again elsewhere, or in another cycle. 


FL 
[1 | CROSS Mik ROAD ia 


d WARP Por #6 


To Romani Ranch 
he 


If you haven't visited Milk Road 
yet, start a new cycle and head over 
there. Youlll find the entrance just 
past the Takkuri Bird's perch in í 
Termina Field. a 
This small area contains Tingle 

(selling the map of this area for 20 
rupees, and Great Bay for 40) an Owl 

Statue, a 

detour that 

leads to 

the 

ne'er- 

do-well 

Gorman 

Bros’ 

camp, Am 

DR ta - and one 
fo P of those weed 

circles that can 
be used to 
summon 
Keaton. 


From Termina Field 


Up until this point, you've only been able to enter Romani 
Ranch on day 3, due to a giant boulder that blocks the road on 
the first two days. By the time the road is cleared, the Ranch 
has become a pretty miserable place: Romani's been loboto- 
mized, the milk trade has been taken over by bandits, and the 
house is full of Clock Town refugees desperately trying to con- 

vince themselves that the few 
hundred yards they've put 
between themselves and the 
giant meteor's impact point will 
be enough to keep them from 
being vaporized instantly. It's 
not a pretty picture. 

But thanks to the boulder- 
obliterating Powder Keg, you 
can now reach Romani Ranch on 
Day 1, early enough to prevent 
Romani's abduction, escort the 
milk wagon safely to Clock 
Town, and well. | guess every- 
one will still be vaporized by the 
meteor, but at least they'll meet 
their deaths with a smile on their 
faces and hope in their hearts. 
That's sort of an improvement. 


From Milk Road 


If you discover that the world is about to be 


BOMBERS: NOTEBOOK, #Z struck by a giant meteor and your only concern 


il is for your poultry, then you have problems. 
GROG, Cucco SHACKS BREEDER, And solving problems is what the Bombers: \ 


Notebook is all about. So grant Grog his odd final wish by putting on 

your Bremen Mask, holding down the B Button, and marching around 

the Cucco Shack until you have all 10 chicks lined up behind you. I'm not 
too clear on the science here, but apparently strong leadership is all these 
chicks needed to go pop-pop-pop and turn into full grown cuccos. 
Weeping with freakish paternal pride, Grog will give you the Bunny Hood. 


FUN WirH THE BUNNY Hoop 

The Bunny Hood is one of the most useful 
masks in the game. It greatly increases Link's 
running speed and makes the range of all of 
his normal jumps equal to the range of rolling 
jumps (rolling jumps themselves are unaffect- 
ed). It also helps you cheat on two mini- 
games: It lets you see the timer during the 
Postman's time-keeping game, and lets you 
easily keep pace with the Deku King's regent 
in the Treasure Room maze. 


WHEN CHICKENS ATTACK, 
Brutalizing Cuccos has been a beloved Zelda tradition since they were first 
programmed to fight back in the SNES Legend of Zelda: A Link to the Past. 
Majora's Mask keeps the tradition from Ocarina of Time alive: These chick- 
ens are quick to anger and are absolutely ferocious! It's fun to try, but be 
prepared to flee from the Cucco Shack, ‘cause they'll rip Link to shreds in 
less than a minute. 


Its Epona! And Malon.. Er, Romani. But she's as 
punky as her OoT counterpart, and once again, she's 
7 the key to learning Epona's Song. All you have to do is 
: agree to help her defend against 
| LEARN EPONA'S SONG that scourge of dairy farmers 
everywhere: the annual onslaught of telekinetic undead alien cow-rustling ghosts. 
Once you commit to the cause, she!ll set up a training excercise for you. While 
mounted on Epona, you need to circle the farm shoot- 
ing 10 ghost balloons in 2 minutes. Firing from 
horseback is easiest when you're coming straight at 
the target, so arrange a circular loop around the 
farm that will give you a straight shot at each of the 
ghost balloons (you need the map to do this). 
Succeed, and Romani will teach you Epona's 
Song. And really, that's all you need to do here. 
Epona is yours (you can summon her at any 
time with the song), and that won't change 


even if you bail on poor Romani and her sis- 
7 ter, Cremia. 
But if you're 
a man of 
your word, 
come back 
at 2 am. 


Romani leaves the house at 2 am and 
heads straight to the barn. Follow her in 
and she!ll reveal the battle plan: You go out- 
side and face down wave after wave of 
marauding phantoms, while she stays in the 
barn and sips hot cocoa. Sounds good! 

| know you practiced on Epona, but I find 
that this part is easier on foot. Just stick 
near the barn, shoot ‘em one by one, and 
run behind the house every few minutes to 
take out the pair that try to sneak in from 
the northwest. No matter how many you 
kill, they'll just keep coming until sunrise at 
5:00 am. Note that if you used the Song of 
Inverted Time 
to slow down 
the game, 
this will take 
twice as long 

but the ghosts will move half as fast. 

Your prize is a bottle of milk (the regular, 
double-use healing kind, not the superior 
Romani Ranch Milk) and the Bombers 
Notebook seal for Romani. The Empty 
Bottle is, of course, yours to keep. 

If you have some time to kill (in real life), 
make sure to do this event again and fail, 
just to watch Romani get abducted! She'll 
be returned to the farm, in dismal shape, on 
the third day. 


If you successfully saved 
the cows from the spectral 
invaders, you'll find Cremia 
in the barn on the 2nd day. 
Agree to meet her south of 
the barn at 6:00 pm, and 
youll be drafted to escort 
her milk wagon to Clock 
Town. Don't be late! 

Also in the barn, you can 
do some milking yourself. 
Play Epona's Song for the 
cows and they!ll fill one of 
your bottles with regular 
milk. You can do this to get 
milk from any cow in the 
game. 


The Doggie 
Racetrack is a 
good place to kill 
some time while 
you wait for your 
appointment with 
Cremia. Just place 
a bet, pick a dog, 
and make some 
cash if your pick 
wins. If you earn 
150 rupees in one 
session (not nec- 
essarily in one 
race), youll also 
earn a Heart Piece. 

These are some 


pretty tall odds, so you'll need an edge… And 
that edge is the Mask of Truth you can earn by 


clearing the Swamp Spiders House. 


Put it on, 


and lift up each dog in the field to hear what 


they have to say. 


If they're in it to win, they'll 


saying something like “My four paws feel lighter 
than usual today, or ‘Today | should do pretty 
well," or something to that effect. There'll be a 


couple of con- 
tenders in every 
race, but if you 
pick one with that 
level of confi- 
dence, the odds 
el are in your favor. 


RACE THE GORM ROER OS. | ve 


The evil Gorman 
Bros. are willing to do 
anything to protect their 
stranglehold on the 
novelty dairy product 
industry, even if it 
means destroying 
Cremia's milk supply! 

Only Link can save 
the shipment by keep- 
ing the brothers at bay 
with repeated arrow 
shots. It can be tricky to 
handle both at once, so 
alternate your shots 
until one shouts and lifts 


his pitchfork, indicating he's about to charge. Shoot 
that one full of arrows until he falls back again. 

If even one bottle of milk survives, you'll be reward- 
ed with Romani's Mask, the ‘proof of membership" 
needed to enter the exclusive Milk Bar ‘Latte’ in Clock 
Town. You can purchase Romani Ranch milk there (for 
200r a bottle!), which when consumed, basically gives 
you infinite magic for the rest of the cycle. You can 
also get a free fill-up from Cremia RES you do 


this event again. 

If this event gives you 
trouble, try it again later 
while wearing the Circus 
Leader's Mask (see page 
62) and avoid the battle 
altogether! 


There's one more task to complete 
fore you can get the Gorman 


Bros’ seal in the Bombers 


Notebook, and gain the 


mask that's needed 


to enter the Ikana area. Just ride Epona to the Gorman Bros’ camp‚ west 
of Milk Road, and they'll challenge you to a race for 10 rupees. 

To win, stay close to the inside track, 
keep your carrots at mid-level until the 
very end (by hitting the B Button regu- 
larly but not excessively) and jump the 
gates (which is only possible if you're at 
full speed) instead of going around. 
Watch out for sand pits-those can't be 
jumped and will always slow you down. You 


00:11:58 


can try as many 
times as you like, so 
keep at it till you 
win the Garo's 
Mask. You'll 

need it to 

complete 

your quest. 


West Gate 


Chest: 20 rupees 


in d _ACTIVATE WarP POINT #7 


Leave Clock Town through the 
scenic West Gate (where there are 
always free rupees in the foun- 
tains), and play Epona's Song to 
summon your steed. Sand isn't 
Epona's favorite texture, but she'!ll 
pick up enough speed to jump the 
blue and white gates that block the 
bay if you give her enough space 
and don't spare the whip. (That's 
right, beat that beautiful newborn 
colt, you jerk!) You don't need to 
Worry about the Leevers, since 
youre immune to enemy attacks 
While you're in the saddle. 

There isn't much else happening 
in West Termina. There's a sub- 


enn a 
D 3 


en 


mann ot dede 
if He, 


merged chest in the nearby 


APA Tre NEw WAvr Bossa Nova 


[23] Hitch A Ripe TO THE TemriE Pe : lagoon, but you need the Zora 


Mask to get that. There's also a 
bombable rock between the gates, 
but you'll need the Zora Mask to 
get the item that it contains, too. 


Gerudo Fortress 


Yi 


Marine Lat 


To South Bay 


Before you take to the sea in 

your sleek new Zora form, 

check out the pair of buildings in the southeast. The rundown building to the 
north is the second (and final) Skulltula House, where you can win the Giant's 
Wallet and a Heart Piece. Unfortunately, you'll need the Hookshot to get past 
the gate. The other building belongs to a fisherman. Talk to him as Link, 
and he'll express 

an interest in 

trading his gold- 

en Seahorse for a 


P 2 GET ZoRA Mas 


As soon as you enter the 
Great Bay, youll notice a 
flock of circling gulls to the 
southwest. Swim out to see 
what they're so excited 
about, and you'll see a half- 
drowned Zora named 
Mikau. Push him to shore 
(just swim against him for a 
while, in the direction of the 
beach..lt won't look like 
you're moving him, but 
slowly and surely, you are). 

Alas, your noble efforts 
were in vain. Mikau is a 
goner, but when you play 
your Song of Healing, he'll 
find peace and bequeath you 
the Zora Mask, his fishbone 
guitar, and his role as gui- 
tarist in the VH-1-esque Zora 
rock band, the Indigo-Gos. 
Read his grave for more info 
on how to use his abilities. 


photo of one of the female bandits that are the 
scourge of the bay. Behind his house is a pit 


Visit THE MARINE RESEARCH LAB 


d __ACTIVATE WARP POINT #7 


Our next stop is the Research Lab in the 
middle of the bay. You can just pull yourself up 
onto the landing, or you can use this opportu- 
nity to practice a very useful technique we call 
the “dolphin leap.” As a Zora, swim at a fast 
speed just under the surface, and then pull 
back on the control stick right before you reach 
the raft. If you time it right, your Zora form will 
do a graceful leap from the water and land, 
rolling, on the raft. It doesn't look like much, 
but this move will let you reach coastal plat- 


Bj forms that are too high to pull yourself up on. 


From the raft, you can activate Warp Point 
#7, shoot down Tingle (he's selling maps of the 
Great Bay for 20 and of the Ikana Area for 40), 
and enter the Research Lab. Talk to the scien- 
tist there as a Zora to hear some unexpected 
(and icky) news about missing Zora Eggs. 
Apparently the Zoras had planned to send him 
seven eggs to 
keep in his giant 
incubation tank, 
but the eggs 
never made it. 

You'll need to go 


to the Zora Hall in South Bay to find out what 


happened to the eggs, and 
Mikau's untimely death. 


Back in Termina Field, 
there's a pit near the Great 
Bay gate that's blocked by a 
giant boulder. Blow up the 
boulder and you'll find a pit 
with an underground pool 
guarded by Bio Deku Babas 
that hang from lilypads at 
the surface of the water. 
Shoot them if you want, but 
don't miss the hives on the 
ceiling: One contains a 
Heart Piece. You'll need to 
go underwater in your Zora 
form to retrieve it. 


how this relates to 


Take your empty bottles 
to a pit like the one south of 
the fisherman's house-or 
one of the tidepools along 
the far north and south 
coasts-and fill them with 
freshwater fish. Dump 
these fish into the smaller 
aquarium in the Marine 
Research Lab, and the two 
captive fish will gobble 
them up. After about five 
helpings of seafood, one 
fish will burp out a Heart 


BOMBERS. NOTEBOOK #8 


GORMAN-AND MR, Toro 


After gaining Romani's Mask (see € 


page 59) and the Zora Mask, head 
back to Clock Town-and visit the Milk Bar 
Latte. You'll find both Mr. Toto and Gorman 


there after 10:00 
pm on the 1st 
B and 2nd days. 

Talk to__Mr. 

Toto and agree to help him: with his sound 
check. Depending on -which mask you're 
wearing, hell ask you to stand in a different 
place on stage and play a different piece of 


music. When all four of Link's forms have played their pieces with their 
respective instruments, you'll get to-see and 
hear them play as“a quartet. 

Cheap-o Mr. Toto won't give you anything, 
but-Gorman will be so moved he'll give you 
his Circus Leader's Mask. This will prevent his 
brothers in Milk Road from- attacking when 
you escort Cremia's milk wagon. 


Zora Hall Sea Entrance Fram North Ba 


Á 
Heart Piece 


There's a pair of 5 At night, both sides 

Zoras in the South Bay Ve of the Great Bay 

that are holding a pot EE become infested with 

smashing game. The Ì Like Likes, annoying 

| point is to destroy all he enemies that will eat 

gl five pots in a single B Link's shield (you can 

shot… If you fail, ; get it back by killing 

they'll ask for 10 Pl them). In general, the 

rupees for repairs. If Ì best strategy is simply 

you succeed, you'll get 90 rupees as a prize. to avoid them. But there's one Like Like in the 

This game was designed to test your Zora form's South Bay that you'll want to pick a fight with. 

boomerang power. Stand far back from the pots at You'll find it at the bottom of the pool under the 

the place shown above, right in between the two waterfall in the Southeast. As a Zora, sink to the 
Zoras, and let those bottom and stick to 
boomerangs fly. HG Fene H the sides, far from the 
Believe it or not, the Mn = Like Like in the center. 
Goron can play this Use your boomerangs 
game too. Just place to stun it, then go in 
a Powder Keg right in f ‘ close for a combo or a 
the middle of the pots f flip kick. Repeat this 
and get the hell out of d / trick to kill it and claim 

there. bh : its Heart Piece. 


5|_ Swim TO ZORA HALL 


hd ACTIVATE WARP POINT #8 


Zora Hall is contained 
entirely in the belly of a 
giant fish. There are two 
entrances: One is under- 
water, through the fish's 
mouth, and the other is in 
back, through the… The 
fish's… Uh... Oh my God, 
that's disgusting! 


Um, anyway, the fish's mouth entrance is guarded 
by a Like Like (which you can blast right through with 
the Zora's Barrier attack), while the um… Other 
entrance is on a small island with an Owl Statue (Warp 
Point #8). It's here you'll find Lulu, lead singer of the 


Indigo-Gos and the moth- 
er of the missing clutch of 
Zora Eggs. She's current- 
ly too despondent to talk, 
so well have to look for 
the answers inside. 


door farthest on the 


left), and you can 
confirm your course 
of action by talking 
to band-leader 
Evan in the room 
next door. 


The Zora Hall is 
the Indigo-Gos' 
concert pavilion. 
Link won't get far 
here-he's just 
another groupie to 
the Zoras. But 
Mikau (your Zora 
form) is a member 
of the band and can 
come and go as he 
pleases. 

You can get 
some clues about 
the situation from 
Lulu's Diary (the 


IF you talk to the Akindo Nut in Lulu's Room as 
a Goron and trade him the Mountain Title Deed 
you got near Goron Village, he'll leave his Flower 
behind, allowing you to reach the Heart Piece in 
the alcove. Talk to him as any other species and 
he'll sell you Green Potions for 40 rupees. 


[O[EUN IN THE PEANUT GALLERY 


There are a couple of interesting things happening in the balcony of the 
Zora's Hall. One Zora complains that they can't start the concert until the 
lights are lit, so you can take care of that by shooting the wall-mounted torch- 
es with Fire Arrows. If you head down to the stage one of the stage hands will 
give you 5 rupees, but the concert still won't begin. 

A more disturbing Indigo-Go fan is offering cash for photos of Lulu. So go 

ahead! Exploit Lulu's grief by photographing her 
in a moment of per- 
sonal anguish and 
selling the film to a 
{ potentially danger- 
ous stalker. Enjoy 
{your 20 rupees, 
| sleazebag! 


BOMBERS NOTEBOOK #9 
THE POSTMAN * MADAME AROMA 


If you've already received the Kafei N It's clear that the band of 
Mask from Madame Aroma and com- female pirates that the 
pleted the Postman's-— time-judging North Bay fisherman spoke 
mini-game, you've already completed half of are responsible for at 
of these quests. The other half follows least some of the missing 
immediately after the first part of Anju and eggs. Grab as many Empty 
Kafei's subplot (see page 55), when you Bottles as you can get (four 
return to Kafei's hideout after 1 pm on the would be ideal, so do the 
third day and receive the Special Delivery to Madame Aroma subplot on 


Mama from the Curiosity Shop guy. the left), and then head 
If- you use back to the North Bay. 


your Romani . En You'll find the entrance to 
Mask to hand- Td the hideout underwater, 
deliver that let- near the metal gate to the 
ter to Madame North. Swim into the wood 
Aroma at the barriers to break them open 


Milk Bar Latte that night, she!ll reward you and reveal the lair's hidden 
with an Empty Bottle full of Romani Ranch entrance. 
milk (this bottle will be very-useful in the next 
part of the game). If you give the letter to 
the Postman to deliver (after 7:00 pm that 
night), he'll give you his Postman's Hat. 
When you're wearing that, you'll be able to 
open all of the mailboxes in town! And the 
first time you do so (it doesn't matter 
which one), you'll find-a Heart Piece. 


INFILTRATE 
THE HIDEOUT 


This area is just like the 
Gerudo Fortress in Ocarina 
of Time. Instead of regular 
enemies, you have to avoid 
crossing the line of sight of 
the female thieves that 
patrol this compound. If 
you get caught, you'll be 
expelled back to the Great 
Bay and have to do it all 
over again. Inside lies the 
first four Zora Eggs and the 
very useful Hookshot. 

Your other objective is to 
get a photo of one of the 
thieves to trade to the 
Fisherman. He's not too 
picky, so it doesn't have to 
be a great shot. 

You can use your bow or 
Deku Nuts to stun thieves, 
allowing you to sneak past 
them for a few seconds. But 
those aren't the only items 
that are useful here: You can 
walk right under the thieves’ 
noses undetected with an 
item called the Stone Mask. 
(To get it, skip ahead to 
page 81, and do the 
Bombers’ Notebook entry 
listed there). Using that 
here sort of crosses the line 
between playing smart and 
outright cheating, so |I 
wouldn't recommend it 
unless youre really having 
trouble with this part. 


BK Hookshot Target 
{To Hideout Part 2 


Fom oeh B 


The first line of security here is the fleet of 
motorboats circling the harbor. Wait for a gap, 
dive into the water, and then sink to the bottom 
(as a Zora). You can raid the three chests here 
for 20 rupees each, or simply swim (underwa- 
ter) to the ramp in the north. In the next gap 
between boats, climb up the ramp, switch to 
your Goron form, and do your Smash attack on 
the ground switch. (Later on, you can use your 
Hookshot to cross directly to the door in the 
Northeast.) 
After you trip the switch, drop back in the 
water and swim to 
the now unlocked 
green ventilation 
duct in the south- 
west corner. You can use that to sneak into the 
compound's underground sewage and ventila- 
tion systems. 


Swim straight at the sl 


smash through it. Then pull the first block towards 
you before you circle around the cages. Keep an 
eye out for the stretch where there's no ceiling: 


You can float 


up 


through it and then 
get the chest (con- 
taining 20 rupees) atop the cage in the center of the room. When you sink back 
to the bottom of the maze, push in the second block (all the way) and simply 
loop around to the exit. So, not much of a maze after all, really. 

Take the vent up to the next level, then sink to the bottom and carefully walk 
around the mines (they'll explode if touched). Keep walking to safely cross 
under the horizontal vent beyond them, or you'll get sucked back to the harbor. 


To snag the Heart Piece 
from the locked cage in the 
south part of this room, go to 
the second floor and smash all 


the barrels (by rolling into them, using bombs, or Goron Punches). Trip the 
foot switch you reveal, and immediately roll down to the cage (if you just run, 


you wont make it in 
time). 
Opening the gate 


in the Southeast requires the same basic strategy. 
From where the barrels were, shoot the crystal 
switch (preferably with the Zora's Boomerangs, to 
save time) and then dive into the water and swim 
for the gate. Watch out for the mines! 


Carefully swim over the 

vents and mines on the other 

side of the gate, until you reach the room at 
the end of the hall. Here you'll find a foot 
switch, a round bit of grating, and a crystal 
switch. Trip the foot switch first, then run onto 
the grating and use your bow to shoot the 
crystal switch. This-will activate a geyser to lift 


you to the higher 
level. 

Step off the 
geyser as soon as 
you reach the sec- 
ond floor, or you 
may end up hit- 
ting a ceiling 
mounted _mine. 
Climb up the lad- 
der to the tele- 
scope, and get a 
sneak peek at the 

second part of the compound. Then turn 
around and shoot the first hanging mine so it 
smashes into the second. That will give you a 
clear shot at the crystal switch that opens the 
door. 


STock, Up 
AND HEAD IN 


The pots and barrels in 
the last room come back 
every time you leave and 
enter again, so you may 
want to do that a couple of 
times to fill up on arrows. 
Afterwards, cross the nar- 
row catwalk (don't worry, 
no one can see you up 
here) into the center of the 
compound. If you get 
caught from this point on, 
you'll be sent back here. 


SNEAK INTO 
THE BOSS’ LAIR 


Your first goal is to get 
into the third floor room just 
past the suspension bridge. 
Its a snap if you're using the 
Stone Mask, but if you're up 
for a challenge you can do 
things the hard way. Watch 
the guards that circle the 
watchtower and rush in 
behind the crates when you 
see a break. From there, 
shoot the guard at the base 
of the tower, run to the lad- 
der, and climb halfway up. 
Wait for the guard on the 
bridge to turn her back to 
the ladder, then run up and 
shoot her from behind. 


There's actually an easier 
route inside, which is to just 
run for the stairs. But that 
puts you in a different part 
of the Boss’ Room, and is 
harder in the long run. 


To Zora Egg #3 


From Hideout Part 1 


To Hideout Part 1 


E44 GET THE HooKSHOT 


If you came in from the stairs, you'll have a 
tough time weaving through the guards to get 
within range of the hive above the boss’ head. 
But if you come in from the suspension bridge, 
youll be in prime position to nail it with an 
arrow. Either way, when the hive hits the floor, 
the thieves will be chased from the room. 
The guards never come back, so you can take 
your time getting the Hookshot from the chest. 
Aim it at the wood beam above the tank, and 
from there dive into the tank as a Zora. The B 
Shell Blade is diffi- Be 
cult to kill, so you 
may as well just ignore it. Just drop to the bot- 
tom, use an Empty Bottle to snag the Zora Egg, 
and get out of there. Make sure to double 
check the bottle, though. Every now and then 
you'll snag a fish by mistake. 


This door is easy to 
miss if you don't care- 
fully explore the south 
wall with your Hook- 
shot (none of the other 
doors down there go 

Bl anywhere). There's a 
small barrel maze, 
where you can easily 

evade the one guard until you're close enough to 
pop her with your Hookshot. 

The next room contains a pirate you can't hide 

from: A dual-bladed warrior who must be beaten in 
combat to progress. 
She's not too tough, 
actually, just use your 
Hookshot to stun her 
when she gives you an 
opening, and follow it 
up with a Jumping 
Slash. The Zora Egg 
tank is just beyond. 


The T-shaped hall- 
way in this area is 
patrolled by a guard 
who turns at unpre- 
dictable times, so your 
best bet is to stun her 
before you hang a left 
Bl and head to the duel 

chamber. 


D A 


After beating a third 
and final pirate warrior, 
you'll find the tank 
with the last Zora Egg 
in this area. It's guard- 
ed by Bonefish, so kill 
them with your Hook- 
shot before you jump 
in. 


20[ TRADE FOR THE SEAHORSE | 


Take the bottle and swim to the two stone spires 
in the North Bay. Drop to the seafloor and walk 
on through to enter the undersea Pinnacle Rock 
area, where heavy currents will sweep you back 
to the North Bay if you make the slightest mis- 
step. You can't see them, but the Seahorse can: 
Release it and follow its every movement to make 
it safely to the deep Sea Snake pit. 


Take your time on 
this one, since there's a 
guard patrolling the 
strip between the 
Hookshot target and 
the barrel. Wait till her 
back is turned, then 
stun and run. 
The large, heavily 

guarded chest in the next room contains 100 

rupees. It's hard to get to it without being caught, 

but it is possible to stun all the guards, Hookshot to 

the chest, and get away before they arise. Or skip 

the chest and just 

Hookshot from rafter 

to rafter in to the next 

room. There youll 

fight another pirate 

duel (try using Deku 

Nuts for an easy stun), 

and Zora Egg #3 is 

right beyond. 


There are seven 
missing Zora Eggs, but 
the pirates only had 
those four. The others 
sank near Pinnacle 

M Rock, our next destina- 
tion. Remember that 
you haven't actually 

accomplished anything yet-if you play the Song of 
Time before you get all 

seven eggs, youll lose hmmm) 

them all, so don't daw- pn 

diel Warp back to the ng 

Great Bay, and dump re.» 

your eggs into the big Wi 
tank. Then take your 
photo to the Fisher- 
man's house. 


The fisherman will gladly hand over the Seahorse 


when you show him your Pictograph Box, but you'll need 
an Empty Bottle to carry it (so dump those eggs first). 


There are eight holes in this 
deep pit, each a home to a giant 
Sea Snake. Three pits contain 
Zora Eggs, but if you kill all eight 
Snakes, you'll also save the Sea- 


horse's mate and earn yourself a Heart Piece. 
To lure the snakes from their holes, just swim past 
the entrances and wait for them to pop out. Then 


THE New WAve Bossa NOva 


When you've placed 


Bf the final Zora Eggs in 


the tank, all seven will 
hatch, forming the 
notes of the New Wave 
Bossa Nova. Whip out 
your guitar and rock 


swim at them using 


your Barrier Attack, and after two hits they'll disap- 
pear. You can also use your Zora Boomerangs for 
easy wins against the snakes at the bottom. If you 
run out of magic, search the floor of the pit and the 
holes of the defeated snakes for Magic Pots. 


When youre ready 
to challenge the next 


Bl temple, warp to Zora 


Hall and play the-New 
Wave Bossa Nova (as a 
Zora) for Lulu. This will 
move her to song, and 


along. Then play the 
Song of Time and take a breather. awaken the turtle just 
off the coast of Zora 
Hall. When you then 
Hook-shot onto its 
back, it will offer to take 
you to the Great Bay 
temple. 


New Wave Boss Nova 


Now that you have the 
Hookshot, there are a bunch of 
previously inaccessible areas you can now reach. This 
includes the area in the southeast part of the South 
Bay where Indigo-Gos leader Evan said you may find 
another Empty Bottle. The rumor is true, but the 
| Beavers who are its current owners won't give it up 
without a fight. 
Hookshot up to the tree on the lowest ledge, and 
then use the chests and foliage on the other ledges to 
get to the cave near the waterfall. The beaver will challenge you to a simple under- 
water race where you have to swim through every life preserver, in order, under a 


certain amount of time. It's pretty easy, actually… Just get a good running dive and 
hit the surface with the Control Stick forward and A Button held down, and then 
stay right on the beaver's 
tail for the whole race. 

You have to beat the first 
beaver in under 2:00, and 
his brother in 2:30, to get 


that Empty Bottle. Chal- 
lenge them again for the 
Heart Piece, and you'll have 
to beat 1:50 on both races. 


There are two more Heart Pieces that require the 

l Hookshot, but you'll need some help from an old 

friend to get them. Visit Pierre the Scarecrow at the 

4 AAL | Item Shop or Astral Observatory and play him an orig- 

inal tune of your own crafting with any instrument. Then grab some Spring 


Water and Magic Beans (from the Akindo Nut) at the 


Southern Swamp, and warp to the North Bay. 


Use your Hookshot to 
travel the ledges in the 
area shown from south to 
north (there's a cow pit in | 


the middle), and then plant the Magic Bean at the Ath 
ledge. The flower will take you to a grassy niche where 
you can play the Scarecrow Song to make a Hookshot 
target right outside the cave with the Heart Piece. 
Then warp to Snowhead and roll south to Snowhead 


ggreevvvve 


Path. Right after the first 
jump, use your Magic 
Lens to see the string of 
floating platforms that 
lead to the east. Get as 
close as you can, then 
summon Pierre and use 
your Hookshot to get that 
Heart Piece. 


INDIGO-GOS TUNE 
In Zora Hall, go to 


Mikau's Room (the one just 


| to your right as you enter 


the main chamber). Use 
your Hookshot to get to the 
second floor room and read 
Mikau's Diary. 

Then head to the 
Bassist's Room and whip 
out your own guitar while 
you have him Z-targeted. 
He'll invite you to a jam 
session, where you can fin- 
ish his songs with the notes 
you read in Mikau's Diary 


- (the finished songs are 
shown to the left). 


Evan, demonstrating the 
same megalomanical atti- 
tude that tragically [snicker] 


_ broke up the real Go-Go's, 


is too big of a jerk to accept 


y songs from other members 
of his band. So you'll need 


to approach him as Link 
and play the song for him 
on your Ocarina. Then cede 
him the worldwide record- 


8 ing rights and all future roy- 
| alties in exchange for one 
Ì measly Heart Piece. 


With the Hook- 
shot, you can 


finally clear the 


gate that blocks 


| the entrance to 


the _ Oceanside 
Spider House. 

If you find and 
claim all 30 Gold 
Skulltula Tokens, 
you'll earn the 
Glants Wallet... 
But only if you can 
do it on the first 
day of the cycle 
(after that, the 
prize is rupees). 

You'll also find 
a puzzle inside 
the house. If you 
shoot the masks 
near the skeletons 


Heart Piece Cave 


in the right order, 
you'll get a Heart 
Piece. See page 
124 for more in- 
depth _ Skulltula 
hunting _ strate- 
gies. 


fl GET DUNGEON Mar 


THE [URILE TO THE TEMPLE 


The turtle takes you right to the temple's entrance, a simple room 
with a few braziers (light them for a fairy) and a bunch of barrels. Smash 
the barrels for bombs, arrows, and a healing fairy if you need supplies. 
If you want to leave the temple prema- 

turely, just Hookshot 
onto the 
turtle's 
back. 


P Light all four braziers before the first 
one burns out, and a chest containing 
the the first stray fairy will appear. 


ACTIVATE THE WATERSPOUT 


The fun begins! Turn into a Zora and swim to the 
underwater yellow switch in the 
northeast corner of the room. 
Pull it (or push it, depending on 
Which side you're on) to open a 
flow of water to the waterspout 
near it. Now you can jump from 
the lift to the platform in the 
southeast corner (watch out for 
the Big Skulltula on the plat- 
form-use your Hookshot to kill 


it easily), jump onto the waterspout, 
and cross to the other side. 

Ignore the other switches for now. 
The yellow one will turn off the water- 
spout that's causing the wheel to rotate 
(and shut off the lifts), and the red one 
will activate a waterspout that makes 
the wheel turn the other way. But first 
you'll need to turn switches in several 
other rooms to open the flow of water 
down the red pipe. No one said this 
would be simple! 


There are two fairies here. The 
first is in an underwater bubble 
under the entrance platform. The 

other appears when you kill the 

BP * Big Skulltula on the southwest 
platform (with the rupees). 


GREAT BAY GEEN 
5 EMPLE î Things get Ao complicat- 
(IF-BL PART D) kT seh de een, 


contains six exits, but the cur- 
rent caused by the spinning fly- 
wheel (which is powered by 
the waterspout in the last 
room) will only let you enter 
two of them at the moment. 
The one you want is on the 
southeast corner of the top row. 
Let yourself get sucked into it 
and it will take you to Room D. 


Swim to the west 

side of the top floor 

(or jump across on 

the flywheel), and smash the 

barrel on top of the ladder for an 

easy fairy. The second is in the 

pot, all the way at the bottom, in 

the dead center of the room. 

The easiest way to get it is to fire 

an arrow all the way down from 

the top ledge, and lure the fairy 
up with your Fairy's Mask. 


GET DUNGEON MAP 
CLEAR PA 


If you took the right pas- 
sage, the current will spit you 
out into Room D (if you took 
the wrong one, you can hop 
into a nearby passage to get 
pulled back into Room C). 
Swim to the north ledge in 
Room D and use your Hook- 
shot to get to the chest that 
contains the Dungeon Map. 
Then go back to your Zora 
form, and sink to the bottom. 
The path to Room F (further 
east) is blocked by two Dexi- 
Hands, which can only be 
killed by the Zora form's 
boomerangs. Dont try to 
swim past… 
They're quick. 


| 


NN 
‘ 
Use your Hookshot to smash this pot, then Í be 
use the Fairy's Mask to attract the stray. 6 PS 


Use your Hookshot to neutralize the Bio Deku 
Babas, then hop across their pads till you're close 
enough to Hookshot over to the chest contain- 
ing the Compass. Then turn into a Zora, sink to 
the bottom, boomerang 
the Dexi-Hand, and 
snag the first Small 
a Key. Watch 
out for the 
Dekus and 
Bonefish 


8 that may 
There are four Bio Deku ì ®, be lurking 


Babas in this short tunnel. You <W , . underwater. 
can take them out with a well- Ì % 
aimed electric blast (swim and 
hold the R Button) or cut them 
down with your boomerangs 
(don't use the Z-target lock) 
and deal with the remnants on 
the ground. 
N Ie southeast waterway. You 
can hit the pot with your 
Hookshot from the ledge. 


NT TORoOoM G ECD 


Jump into the waterway with the fairy pot and you'll 
be swept back to Room C. From there, swim to the 
bottom and take the 
other open passage to 
the room shown here. 

Ignore the Shell Blade 

clams on the ground 

and the Octoroks on 

the surface, and climb 

from the water onto 
the red pipe. Balance carefully, and that will lead you 
to the door where you can use your Small Key. 


The first room contains e The lee Arrow is a lot more 
nothing but a pair of . useful in Majora's Mask than it 
Chuchus that you can kill for je was in Ocarina of Time: Not 
unlimited Arrows and Magic only can it make icebergs on 
Pots. You might as well water, it can also turn enemies 
stock up, but | prefer to use into ice blocks! Try it out on an 
the trusty Hookshot against Wort, who's waiting on the ceil- Octorok in Room G, then hop 
ing of the next room. Look up, and it'll drop down to fight. across its frozen body and turn 

Use the Hookshot to pull away its bubbles, and stab them the first red crank. 

with your sword. Keep this 
up until you get a clear shot 
at its big eye (the Hookshot 
does as much damage as 
arrows, so there's no point 
switching). When Wort lets 
loose all its bubbles, switch 
to your sword, cut a path to 
Wort, and give it a few more 
nasty pokes in the eye. 


[9[ Cross To GREAT BAY TEMPLE 
(IF-BI PART 2) 


ROOM 


Head back to Room C, and then 
into the passage to Room D. 
Fire Ice Arrows into the water to 
make a bridge you can use to 
hop across to the south door. 


Getting to the crank in this room is simple. Fire an 
Ice Arrow at the Chuchu to turn it into-a sliding block, 
quickly push it to the 
crank, and use it to 
pull yourself up. You 
may want to lure the 
Chuchu closer to the 
crank first, so it won't 
melt prematurely. 

Then turn the crank, 
smash some barrels, 
m) and head back out. 


ef 9] Repeat the loop you took last time to get to 
- DE EAT MAD JELLY Room F (through the tunnel east of Room D). 
Then make another ice bridge to get to the 
passageway with the icicles in the north part 
of this room. Switch to Fire Arrows to melt the ice 
block, and head inside to face a Gekko, and his sinister 
pet, Mad Jelly. 
Use Fire Arrows (or regular arrows) to nail Gekko 
when he's about to throw a slime. Hell gather the 
} slime and leap to the 
ceiling. Quickly hit it 
with an Ice Arrow while 
its hanging from the 
ceiling, and it will freeze, 
crash to the floor, and 
break into pieces. Switch 
to Fire Arrows, and take 
another shot at Gekko. 


To get back to 
Room B, you can 
take the water- 
way in Room F e 
back to Room C, AN On 
or play the Song 
of Time to warp 
back to the 
beginning of the 
dungeon. 
If you've 
turned all the 
red cranks, the 
waterspout _ in 
the northeast 
corner will be 


active, Aim your 
d Hookshot at the 


target above the 

waterspout, and 

jump from there to 

the final red crank. 

Turn it to activate isa jd 
the second red EEL EEE amen, 
waterspout, and : Á 

then turn the yel- eten 
low crank in the 

middle of the 

room. With only 

the red water- 

spout active be- 

neath the gear, the 

fliywheel in Room 

C will begin turn- 

ing in the other 

direction. 


N 


f 


We can go to the RDE CURRENT 


boss room now, but D 
we won't get far until we open up the green pipe. TO KOOM & 
The first green crank is in the room north of Room 
C: Fire an Ice Arrow at the source of the waterfall Now that you've reversed 
in Room C to the current, you can get into a 
plug that up and d K few new rooms. Jump in the 
gain entry. water in Room C, and swim 

Once inside, into the top level passage (on 
Hookshot to the - the east) that used to flow 
barrels in the backwards from Room F. 
center, kill the That passage will now 
Tektites, and sweep you right through Room 
make an ice F, and into Room L, as shown 
bridge to the À in the map above. 

Green Crank. 


Here's a tricky one… Look 

A (or à hole in the ceiling grat- 
ing north of the yellow plat- 
form. Make 

an ice bridge 

to a spot 

under it, near the wall, and Hook- 

shot from there onto the roof. A 

fairy chest awaits you up there. 


The trick here is to 

freeze the waterfall 
that's turning the gear at just the Use Ice and Fire 
right moment, so the flywheel Arrows to turn on 
ends up more or less horizontal, and off the waterfalls 
allowing you to use it as a bridge that hold the teeter 
to the door. You'll need to fire an totters up. Use that 
Ice Arrow while youre on the to get to the crank, 


northwest lift, going up, and still a turn it, and use the 
hd 


bit below the gear. It! take a cou- same method to get We 


ple tries to get the timing right; if nie 
you mess up‚ melt your ice block 
with a Fire Arrow and try again. 

When you get it right, do a 
Rolling Jump from the lift onto the 
gear, and carefully make your way 
over to the door. 


There are two 
fairies here, in the 
chests located in 


the north and el | , Two more fairies here. One is in the pool 
4 esp WP under the first teeter totter; sink down as 
o get the fairies, - a Zora and smash the 
you'll need to Hookshot el. barrel. To get the other, climb D. 


to the chests from vari- h across the pipe from the gear to a 4 | Li 
ous points on the gear, a the chest in the southwest. Zora behe 

or from the horizontal lift | fas Link is tall enough to pull himself, Nie 

in the northwest. ce over the kinks in the pipe. ) | | 


This part is easy 
if you've done 


ME] Go through the 

B passage at the 

bottom of Room C 

kB) (to the south) and 

you'll end up here. 

Float to the sur- 

face, climb up the 

pipe, turn the last green crank, and hop across the 
waterspout to face the boss. 


Waterspout 


One of the fairies is in the passage that leads 
back to Room C. Pop it with your 

rangs and swim to get it. The 

other is under the gear, and 
you can shoot at it from the pipe. 


Gyorg is a fairly easy 
boss if you've mastered 


Gargantuan Masked Fish 
the Zora technique of 
leaping like a dolphin 


GYORG EES 


not, you'd better have full health or a recovery fairy, ‘cause 
you probably won't be able to hit Gyorg without taking a 
hit or two in return. 
As human Link, stand 
in the center of the plat- 
form and scan for bub- 
bles rising to the sur- 
face of the water. 
Then run to that side 
of the platform, 
quickly Z-target 
Gyorg, and fire a 
regular arrow (if 
you're not 
quick, he'll try 
to knock you into the 
water). That will stun him for a few 
seconds, just enough time for you to slap 
on your Zora Mask, dive into the water, 
and hit him with the Zora's R-button 
Barrier Attack. Then do your dolphin leap directly back onto the plat- 
form. If you have to swim to the ledge and pull yourself up, Gyorg will probably catch 
up and gulp you down 
before you make it. 
Eventually, Gyorg will 
release a bu of baby fish, 
but this won't really affect 
your strategy. Ignore them 
and keep alternating arrows 
and Barrier Attacks until 
Gyorg is toast. 


JUMPI 


around your heart containers. 


When you catch 
all 15 stray fairies, 
take them to the 
Fairy Fountain in the 
rocky shoals of South 
Bay (see page 63 for 
map). You'll need to 
use your Hookshot 
to get there, and 
bring a regular bomb 
to blow up the rock 
that's blocking the 
cave. 

The Fairy's prize is 
the double length 
life bar, represented 
by a white border 

That means every 


enemy now does half the damage it used to! 
Congratulations: As far as com- 


bat is concerned, you are now “ 
basically immortal. (ee) 


Now that the Temple has been cleared, the fisherman in the 
North Bay is back in business, holding a daily jumping game. 
Swim to the western tip of the coral reef north of the beach 
area, and wait for his boat to come by. Hop-aboard, take a 
brief ride, and then Hookshot onto the tree in the circle of five 

small islands. Pay the man 20 
rupees and jump to the mid- 
die. Then simply jump to 
Whichever island has alit 
torch. It's an easy game: You 
only need to doit 20 times to 
get a Heart Piece, 


Now that Lulu has recovered and the Great Bay Temple has been cleared, there's 
nothing stopping the Indigo-Gos from playing their long-awaited concert. When you 
return to the Hall, you'll find the Zoras assembled on the balcony above the stage. 
Transform into your Zora form and talk to Lulu on stage to start the concert. You don't 

get anything for doing this, but it's not a bad show. 


After defeating the 
Gekko mini-bosses in 
both the Great Bay and 
Woodfall Temples, you 
may have noticed both 
turned into frogs. That's 
five total frogs we've 
seen so far, the entire 
Don Gero quintet. 

To assemble the five 
frogs, you have to defeat Ghot to bring about spring in 
the Mountain Village, and then put on your Don Gero's 
Mask and talk to all five frogs in the same cycle. This 
means beating both Gekko mini-bosses and talking to 
the frogs they leave behind, as well as the frog in Clock 
Town, the frog in the Southern Swamp, and the frog that 
appears after beating Ghot. When they all assemble on 
the lily pads in Mountain Village, lead them in song and 
get a Heart Piece. 

That's a lot of work for a little reward, but you can pick 
up a second Heart Piece by diving to the bottom of the 
now-unfrozen lake east of the Mountain Village. 


& n 


Clock Town Laundry Pool 


Bnr ‚ 


Southern Swamp Arca med 


Once you've completed the event in and LN 

Keaton's subplot that involves the Curiosity Shop 

Guy (where he gives you the letter for Madame 

Aroma), you have only one thing left to do stop the 
burglar in the bomb 
shop woman event, 
then show up after 10 
pm at his shop on the 
third day, and buy the 
All-Night Mask. It costs 
500 rupees, an amount 
you can hold if youve 
won the Giant's Wallet 

at the Oceanside Spider House (see page 71). 


ANJU'sS GRANDMOTHER_ 


The _All-Night Mask 
has one use: preventing 
Link from falling asleep. 
The only time he falls 
asleep is during the long 
stories told by Anju's 
Grandma. _ With this 
mask on, you can- visit 
her at the Stock Pot Inn 
and stay awake through 
both stories. In the first 
story answer the ques- 
tion correct, and in the 
second answer wrong. 

Each time earns a 

Heart Piecel 


Magic Bean Spot 


EAN 


”, 
BEN THE GRAVEYARD 


ELI | EAST TO IKANA CANYON 
Pa eve 
3] AwAKEN SKULL Kerr Tij Pi. Bombchu 


GET THE CAPTAINS HAT 


ee 


4 LEARN Sone of STORMS 


Î ie \GRAVE SMASHING - 2ND NicHr} { 


As you can see from the map 
above, there's virtually nothing of 
interest in East Termina Field. The 
only pit is on one of the column- 
sand to get it, you'll need a Magic 
Bean, some water, and a good 
sense of timing. But since the 
prize is just a Bombchu, you're bet- 
m ter off skipping it altogether. 

The enemies in this area include Real Bombchus (during the 
day) and Blue Bubbles (at night). Your Shield is = 


= | the best weapon for both: It will knock back the 
I2] ENTER IKANA CASTIE | Fi Bombchus (which will then detonate) and extin- 
[| Tre CASTLES NORTH Wing | Std guish the blue glow of the Bubbles, allowing you 
IA] Teye Te EXTEROR Swrrar Je Í to attack them safely with your sword (or you can 


mt | just shoot them with arrows). 
BN FLY TO THE HEART Piece Pl You'll be immune to damage while you're rid- 
5 ES SOUTH WING f ing Epona (which is necessary to jump the gates), 


ASR 
x « 


but the detonating 


b 5 CAS 
BE [IO] Bow Open Tue SkyucHt PU Bombchus will slow 


$ 


pesky Bubbles can 
still curse you. The 
curse is just annoy- 
ing: it prevents you 
from using your 
sword for a minute. 


fi you down and the 
| 


From Termina Field 


for. The secret pit 
under the _Goron- 
Punchable red rock in 
front of the first gate 
only contains a Bomb- 
chu, and the hidden 
pot atop the T-shaped 
rock (you can get to it 
with the Scarecrow’s 
Song and Hookshot) 
contains a Recovery 
Fairy. 

If you approach the 
west cliff while wear- 
ing the Garo's Mask, 


To Graveyard 


You'll need to care- 
fully avoid the ene- 
mies in this area to get 
enough speed to 
jump the pair of metal 
fences. There are a 
few hidden things on 
the way, but nothing 
really worth BEP 


the Spectral Watch- 
man will raise a 
Hookshot Target so 
that you can pass. But 
for now, pull yourself 
up onto the small 
ledge to the north, 
and we!ll explore the 
Ikana Graveyard. 


To Ikana Canyon 


SHIRO. THE THE INVISIBLE NVISIBLE SOLDIER 


If you do a LN 
bit of explor- 
ing in the Canyon 
Pass, you'll notice 
a mysterious circle 
of rocks. Use your 
Lens of Truth to see 
the secret: It's Shiro, 
a fallen guardsman 
in desperate need of 
medical attention. 

Bring him a Red 
Potion _and _ hell 
recover his vitality 
(and visibility). He'll 
also reward you 
with _ the _ _ Stone 


Mask, probably the most useful optional mask in 


the gamel 


As long as you wear this, you're as invisible to 
enemies as Shiro was. Try it out on the-Bombchus 


and Nejirons in this 
area; theyll ignore 
you completely if 
you don't run into 
them or something. 
It will also let you 
breeze right through 
the Pirate Hideout 
areal 


€021 


EEN 


The Ikana Graveyard is manned once again by 
Dampe the Gravedigger, who somehow managed to 
retain his name from Ocarina of Time. He hides in his house by night, when the 
graveyard is taken over by undead Stalchilds, and patrols during the day, when 
the only enemies are Bad Bats. 
The Bad Bats do get a little annoying, especially on the second day, when 
they're out in force. 
Kill them all while 
Dampe is in the 
graveyard (on that 
day only) and he'll 
reward you with 30 rupees. The only other secret 
here is the hidden pit in the ring of stones: Bomb 
it open and get five Bombchus. 


The massive arch in the 
north part of the Graveyard 
is blocked by a large skull. 
Play your Sonata of Awak- 


Skull Keeta's Spot ening to make the great 
The Captain's Hat el 4 % Skull Keeta rise, and then 


slap on your Bunny Hood 
and chase him through the 
northern loop. 

Whenever you near the 
metal barriers, a wall of fire 


A b will appear. It won't be dis- 


4 7 lled until you kill the t 
mT \ pelled until you ki e two 


An ge Stalchilds that appear, so 


5 


Dampe's Room Ji 


finish them quickly with a 
single horizontal slash. If 
you're a good shot, you can 
slow Skull Keeta down by 
shooting him in the legs 
| with arrows; If not, just run. 
When you catch him, go 
wild with your sword (you 
can continue to stun him 


ombchus 


with arrows too). He's easy 
to defeat if you watch out 
for his shadow when he 
tries to jump above Link. 
If you lose the chase or 
the battle. you can start 
again by leaving the 
Graveyard and re-entering. 
When you do catch him 
and win his respect, Hook- 
shot over to his chest and 
grab his Captain's Hat. 


Wear your Captain's 
Hat in the Graveyard at 
night, and you'll be able 
KN SON to order around the 
BNN erave-circling Stalchilds. Each night they guard a 
—_ different grave, and if you tell them to ‘open’ 
—, it, they'll do so with verve. if you do that 
ER\ on the first night, they'll create a pit to a 
three room dungeon. 
Kill all the Bad Bats in the second room 
and a chest with 50 rupees will 
appear. This will also make it 
a easier to shoot the three 
 braziers with fire arrows, 


unlocking the door to the final room. There youlll face 

N an Iron Knuckle. It looks tough, but its horizontal swings are 
À too high to hit Link if he's close, and the vertical swings are eas- 
K ily dodged. So stay close and swiftly cut it to pieces. The cur- 

8 ‚in will lift, and the spirit Flat will teach you the Song of 


_— 
/ ks The grave that the Stalchilds encircle on the 2nd 
e G AVE SMASHING ZND NIGHT Night leads to a different area of the same dungeon. 


Use your Lens of Truth to see the hidden door, and to see t 


3 You'll find t-ti 
GRAVE SMASHING — 3RD NIGHT |rescnre hunter Dame 


wandering around in the crypt that the Stalchilds (Stalchildren?) can smash 
open on night three. Dampe is too blind to see where he's going, but if you 
lead him to each of the six sand pits in the room, he'll dig them up. To do that, 
simply Z-target him and slowly walk to each pit. To lead him to the two ele- 
vated pits, guide him to the brown platforms at the far end of the room. They! 
lift him to the far sand pits, but you need to run over and meet him there with 
your Z-target, or he'll just fall back off. There's one Floor Master enemy here, so 
watch for its shadow, then dodge and kill it before it makes your life miserable. 
; When the Big Poe 
N appears, block its 
attacks and then pelt 
it with arrows to kill 
it. The chest that 
appears contains an 

Empty Bottle. 


he invisible Keese 
and Skulltulas in 
the room beyond. 
Bomb the wall 
there to enter the 
final room, where 
you can fight an 
lron Knuckle to 
win a Heart Piece. 


L_ Shrine (see page 101) Beneath the Well 


5 aah 


is Owl Statue 
in, 


Washed-Out Brij 


From Canyon Pass 


\kana Cave 


vs Hideout 


NOTE: The version of this map that appears as 
the game's auto-map has been rotated 90 degrees. 
This version represents its true orientation in 
relation to the game's other areas 


6|_ BATTLE THE GARO 


At the east end of Whenever Tatl senses a presence in Ikana, you 
the Canyon Pass, know there's a Garo nearby. Put on your Garo's Mask 
you'll find a sheer cliff to lure it out, and kill it 
blocking the way to easily by blocking its dive 
Ikana. The watch- and hitting it while it's 
man wont let you down. The bested Garo 
pass as you are, but if will then give you infor- 
you wear the Garo's mation about the Ikana 
Mask he'll raise a tree area, so fight them when- 
you can use as a ever you can. 

Hookshot target. 

The path beyond 
is full of Nejiron ene- 
mies that explode 
when theyre hit. 

| But if you wear your 
Stone Mask, they 
won't bother you. 


CROSS THE WASHED-OUT BRIDGE | _ The only way to 
cross this broken 


NY ACTIVATE WARP POINT #O bridge is to use 


your Ice Arrow. 
Freeze both Octoroks (or kill them and make an iceberg bridge) to get to the 
other side, where you can easily ascend the Ikana cliff with three Hookshot 
shots. Up top youlll find Tingle (selling maps of this area for 20 and Clock 
Town for 40) and an Owl Statue. 

There are tons of places to go here, but the one 
that interests us now is the cave far to the north, 
the apparent source of the dry river bed that cuts 

Ml through the canyon. To get there, you'll need to 
pass by the Music Box House, which is surround- 
ed by Gibdos. Keep your distance: Gibdos are 
lethal and can't be killed (although you can turn 
them into ReDeads by shooting them with Fire 
Arrows). The House is locked up anyway. 


The Ikana Cave is 
the home of Sharp, 
Flat's equally dead 
brother. He!ll 
attack you viciously 
until you play the 
Song of Storms. 
That will restore the 
Ikana river, turn the 
wheel of the Music 
House, and ulti- 


As you approach the 
Music House, you!ll see a 
little girl examining the 
river. If she spots you, 
she'll dash back inside 
and lock the door, so be 
stealthy! The Stone Mask 
is great here, but if you 
don't have it and couldn't 


N ) DEED TRADING GAME #4 | 


In the far sou 
Ikana Canyon you'll 
find the final Akindo 
Nut in the Deed 
Trading Game. After 
trading all of the pre- 
vious deeds, talk to 


mately kill all the 
Gibdos. Scorel 
Incidentally, you 
can also use the 
Song of Storms to 
cure yourself if 
youre ever cursed 
by Blue Bubbles. 


him as a Zora and 
he'll pay you 200 
rupees for the Ocean 


Zora Hall, and 
vacate so you can 
get that Heart Piece. 


sneak in, you can always lure her back 

“out by planting a bomb on her 

doorstep and hiding on the river side of 

her house. When she comes out to 

investigate the source of the blast, sneak 
inside and head downstairs. 

Gadzooks! Its a Gibdo... Sorta.. If 

you reach for your sword, young 

Pamela will kick you out 

of the house, so reach 

for your Ocarina 

instead and play the 

Song of Healing. Dad 


will be healed, the 


Gibdo Mask will be yours 
(it allows you to talk with 
Gibdos and ReDeads), 
and everyone will be 


happy. 


| 


Sun Switch 


EN 


Mirror Shield 
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From \kana Canyon 


B Aft t the Gibd 
JO|__ BENEATK THE Wi Ian ne 


hills above Pamela's house. To unlock each of the thirteen doors in this dun- 
geon, you'll need to put on your Gibdo Mask and talk to the Gibdos that block 
each door. Each wants one specific item, and won't go away until you bring it 
to them. Fortunately, all of the items can be found within the dungeon itself, 
except for a Blue Potion 
and 5 Magic Beans. 
Grab both before you 
come in (you can get the Blue Potion from the 
Akindo Nut in Ikana Canyon). 
You can see the items the Gibdos need (in red) and 
where to get them (in black) in the map above, but 
well walk through it in detail on the next page. 


One warning before we begin: You need to keep mov- 
ing in this dungeon, since many of these rooms contain 
“Floor Master" enemies that will drop down and pull you 
back to the beginning of the dungeon. If you see its 
Ì shadow over yours (see photo left), either run, or get out 
of the way and attack when it hits the ground (inset). 
1. In the first room, give your Blue Potion to the Gibdo 
in the north and the Magic Beans to the one in the 
east. Well head north to cover that section first. 
2. Youll find Fish (get two) and Water in the (ff 
alcove here. Then use your Deku form to float W 
over the spiked logs, and give the items to the 
Gibdos that want them. Keep heading north. 
3. Grab some Bugs from the west alcove, and smash the 
pots in the east alcove if you're short on Bombs (you'll need 
at least 10). Watch out for Boes hiding in the pots. 
A, That's all you need to do here: The room to the north 
contains a Fairy Fountain (no Gibdos want fairies) and 
the room to the east has an invisible chest containing 50 rupees. Since 
these Gibdos only want Bugs, you might as well pay the optional rooms a visit. 
5. On your way back to the entrance, go to the room with the Hot Water. Youll 
need to transform into a Zora to kill the Dexi-Hand, 
then stay against the north wall to avoid the flame 
jets. Remember that the Hot Water will cool in one 
minute, so you'll need to hurry! 
6. Float over the spiked logs again and return to 
the room where we started. Head west this time, and give the Gibdo blocking 
the west door 10 Deku Nuts (if you don't have any, head North, give the Gibdo 
your extra Fish, and kill the Deku Babas for some extra nuts). 
7. Give the farthest west Gibdo the Hot Water. In the room he guarded you 
can get Milk from the cow by playing Epona's Song. 
8. Give the north Gibdo the 10 Bombs, and do battle with a Big Poe. Just block 
with your shield, wait for its attacks to miss, and then hit it with an arrow. After 
five shots, it will leave behind its Big Poe token. Grab it in a bottle. 
9. Head North. If you want, you can use a Bug to get into a room with four 
torches and invisible Big Skulltulas. Light the two torches on the west wall and 
a chest with 50 rupees will appear. Give the Gibdo in the north the Big Poe. 
10. Carefully sneak past the spiked logs, and give the Milk to the final Gibdo. 


As you use your Fire Arrows to light the four braziers in this 
GET THE GENE room, take a hint to reflect dh how insulting it is that | 
7 keep pointing out that you need to ‘light all the braziers’ when youre in a 
room that clearly contains nothing but unlit braziers. Anyway, um. Light all 
the braziers (sorry, it's my job) and the chest containing the Mirror Shield will 
appear. As you can see, this is not your father's Mirror Shield, but one of the 
fanky new grimace-of-despair Mirror Shields that are all the rage these days. 
As horrific as it may 
look, it does work the 
same as the classic 
Mirror _ Shield: Just 
stand in a sunlit area, hold the R Button, and use 
your Control Stick to reflect the light onto the Sun 
Switch (which makes a ladder appear) and the Sun 
Block (which is destroyed by the light). 


POWDERKEG 


When you climb out of 
the Mirror Shield chamber, 
you'll find yourself in the 


É courtyard of Ikana Castle. 
NRR KR ame ie This is our next destination, 
tt EE PP but youll need a Powder 
8 efhhoogtbgmnasetee N Keg 5 beat it, so warp back 
PEG end > to Clock Town now if you 
zie Ì ed EM hp hto the cas 
BSI : d o get back ir - 
zal Ean d tle, take the side entrance 
(shown below), hit the 
crystal switch, and reflect 
the light with your shield to 

destroy the block. 


There are : s Smash the pot at the 

four ReDeads É entrance to the next room for a 
in this room, : Magic Pot. Then transform into 
but they're your Deku form, hit the crystal 
not in the switch, and dash to the Deku 
mood to talk. p Flower closest to the column 
They're in the with the foot switch. Burrow 
mood … To into the flower and wait for the 
Dance! Yep, floor to drop. Then burst out of 

slip on the Gibdo Mask, Garo's Mask, or the flower to raise the floor, drop, burrow, and burst again to 

Captain's Hat to turn these ReDeads into float to the switch. Transform 

dancing machines. Then calmly walk up back to Link, hit the switch, and 

and cut ‘em into pieces. Not just for the leap to the exit. 

rupees, but so you'll have a positive mem- In the next room, there's an 

ory of the carnage to reflect upon if you're invisible ice platform between 

ever actually forced to watch one of the the entrance and the foot 

god-awful Eastern European dance rou- switch. Trip the switch as Link, 

tines these freaks stole their moves from. and then either shoot the Big 

Then use Fire Arrows to flip the two ice- Skulltulas hiding behind the 

encrusted eye EN : columns and jump across to the 

switches on Ek 3 exit (you'll need to use a rolling 

the pillars sur- jump to clear the final chasm) or 

rounding the shoot the mines into each other 

dance floor. 5. and use the Deku Flower to fly 

We'll head to across as a Deku. 

the north Run quickly through the stair- 

wing first. well to avoid the Blue Bubbles 

on your way to the roof. 


HA TRIP THE EXTERIO SWITCH Climb onto the thin blue essa Oee 
and brown-striped ridge mn) dl 


FLY TO THE HEART PIECE | that surrounds the roof, and 


go to the platform directly | 

above the castle's front door. Drop down and use the Deku Flower to fly to the 

foot switch. Trip that as Link, and then jump to the other column and use the 

flowers to get back to the platform over the entrance. 

You need to get back to the first floor anyway, so you have nothing to lose 

by going for the — 
Heart Piece. To prevent possible interference 
start by shooting all the Keese you can see. Then 
hit the crystal switch in the north courtyard with 
an arrow, and do a rolling jump to the column 
with the Deku Flower. Fly from column to column 
and snag that Heart Piece before the Keese 
regenerate and knock you down, or the fire turns 
back on. 


NC Go back inside, but head south this time. If you 
opened the hole on the roof, you'll have a nice sunbeam 
you can use to dissolve the sun block and incinerate the Floor Master in the first 
room. Keep one of your undead masks on so you can make the ReDeads 
dance a jaunty jig while you slaughter them, too. 
The next room contains a Wizrobe, one of those annoying mini-bosses from 
the Snowhead tem- 
ple. Just find a cor- 
ner where you can 
scan the room, shoot 
the one that spins as 
soon as it teleports, and use your shield to block 
any shots he gets off. The only thing blocking the 
stairwell past him is more ridiculous dancing 
ReDeads. 
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IKANA CASTLE (INTERIOR) 


To Roof (North) 


To Roof (South) 


I6| BLow OPEN THE SKYLIGHT 


From the south stairwell, you can finally access 
the center part of Ikana Castle's roof. Plant your 
Powder Keg directly atop the skylight there, and 
when it blows, jump in after it. You now have all 
the sun you need to melt the Sun Block at the east 
end of the room (and to kill those goofy ReDeads 


one more time). 


BATTLE THE KINGS GUARD 


These guys don't have 
masks or goofy names, but 


they put up as good a fight as any boss, so you'd better be ready for it. You can 
try to avoid the fight with your Captain's Hat, but that ruse will only go so far. 
Start by aiming your Fire Arrows at the curtains that drop over the windows. 
While it will take good swordsmanship to knock your foes down, you'll need 
direct light to get the kill. Lure them close to the sunbeams, and then take them 
down by blocking their attacks and doing quick counter-attacks. When they fall, 
run to the sunbeam and reflect the light at them until their bodies burn away. 
When both subordinates are dead, the King will 
enter the fray. He has a big shield, but he has trou- 
ble blocking forward thrusts (forward and B 
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Button while he's Z-targeted). 


detaches and 
attacks you sepa- 
rately, just roll é 
out of its way or 

run away with 

the Bunny Hood 

until it reattaches 

and he becomes 
vulnerable again. 
When he drops, 

use reflected sunlight 
to dispose of the \ 
corpse, as you did to 
his henchmen. 


The Elegy of Empti- 


Ml ness is just the coolest 


Zelda song ever. Sure, 
the name makes me 
want to kill myself, but 


B the ability to make hor- 


rific little totem Links, 
Dekus, Gorons and 
Zoras rocks. They're 


simultaneously cute and disgusting; cruel, adorable 
mockeries of life itself! And of course, they're pret- 
ty handy in the Stone Tower too. 


are typical: Block and 
slash after their attack. 
But the final one creates 
three illusion forms that 
circle you. The true 
ghost spins once, so if 
you want the Heart 
Piece prize, aim your 
arrows at that one. 


IF his head #3 


C THE GH Hurt Durers | 


For 30 rupees, the 
proprietor of this mini 
game will give you 
three minutes to battle 
the four ghost sisters. If 
you play him the Song 
of Healing, he'll knock 
the price down to 10. 

The first three ghosts 


The entrance to the 
Stone Tower is in the south- 
#IO east corner of Ikana Canyon. 
Climb up the tongue of the 
demon statue, and you'll be faced with a series of 
floating platforms in a huge vertical area. Jump 
across the three platforms to a ledge with a foot 
switch. Step on it and play your Elegy of 
Emptiness to leave a totem of Link behind. Then 
Hookshot to the next ledge, where you'll find a 
Beamos and a second switch. The Beamos is too 
far away to hurt you, so put on your Zora or Goron 
Mask (the Deku is too light) and play the Elegy 
again on the switch. Hookshot up another level, 
and as your final non-Deku form, play the Elegy 
one more time. Now you should have totems on 
all three switches, and the platforms should have 
risen so you can cross to the other side. 
Ignore the first three switches you see there (they're for return trips only) and 
repeat the process. Hookshot up to the first switch, and leave one totem 
before Hookshoting to the next (this will erase the 
previous totem of that character). You may want 
to toss a bomb at the Beamos this time, since it's 
dangerously close to the switch. Then up and 
away to the third 
switch, and you can 
cross from there. 
If you've made a Scarecrow song, you can play it now to get a target in the p 
long strip of land with all the ReDeads. There isn't anything too exciting there, 
just some supplies in the pots. To hurry on to the final switches, just Hookshot 
up three more ledges, and you'll find the temple entrance and an Owl Statue. 
This is the only time the order matters: Facing towards the dungeon 
entrance, leave a totem on the middle, right, and left switches, in that order. 


r When last we left 
BOMBE _NOTEBOOK #12 this __subplot, Kafei 
Se had run off to Ikana \ 
ANJU, KAFEL ET AL PART 2 Canyon to confront W 
Sakon the burglar. Now that we have access to that area, it's time to see 
this quest through. After playing the first part of this event (see page / 
55), meet Kafei outside the burglar's hideout (in the south part of the 
Canyon, near the Akindo Nut) at 6:00 pm on the 3rd day. 
After you follow the burglar in, the door will shut, Kafei will 
trip an alarm, and you'll have to run through a five-room dungeon 


Kafel and Link: Kafei pushes blocks to solve simple puzzles, while Link $8 
battles enemies (use Deku Nuts and Jumping Slashes for quick kills). To 
unlock each door for Kafei, push the blocks onto the blue switches. Yellow 
switches are good too, since they slow down the conveyor belt, but 
beware the red ones, which speed it up! If you're not there to grab the 
Sun Mask when it gets to the end of the belt, you will lose this event. 

If you do recover the 
mask, meet Kafei at 
Anju's room in the 
Stock Pot Inn at 4:30 
am that night. The 
happily reunited cou- 
ple will reward you 
with _ the _Couple's 
Mask. 


Even if you don't care about the stray 
fairies, it's important to make all the 


fairy chests appear in this tem- 

ple so you can use them as 

Hookshot targets in the future. To 

get the first one here, shoot the 

__switch in the left eye of the giant statue 

that faces the entrance to this temple. 

PRN Stock up on Magic Pots from the handy 

RIN crates in the northwest corner, then go 
for Fairy #1. through the door to the left. 


Either bomb the wall in this room or 
lure a Real Bombchu over to do it for 
you. Then quickly kill the Bombchus 
before they can do any damage: You 
need those crates in there. 

Smash the big crates (with rolls or 
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GET 1 THE GIANTS ns | Goron Punches) to get at the smaller 
ones behind them. Then take one of 
REE $ those and lay it on the first switch. Use 
your Elegy on the other three switches 
(the big one will require the Goron's 
weight) and the gate to the second 
part of this room will lift. 

Go to the brown, grassless patch in 
the northwest and blow it open with a 

bomb. Then head downstairs. 


To Level BĲ 
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STONE TOWER 
(NORMAL IF-PART |) 


| GET THE DUNGEON Mar ERE 


light, you'll be After grabbing 
able to use your 6 O8 the first Small Key, 


Mirror Shield to head back upstairs 
reflect the light onto the Sun and unlock the 


Block, opening a path to the locked door in the 

chest with the Dungeon Map. northeast corner of 
As a fire-immune Goron, re Room B. 

wade into the lava and grab it. There are two 


ways to get to the 


To Level IF (B) other side of the 


pool in the next 
room: Either do one 
of those dolphin 

flips up, or, if you just 
can't get the hang of 
that, swim 

into the 


Then pick a fight with the — 

four Armos in the lava 

(just punch ‘em and stay — 
close until they start 
spinning, which is your cue to _ ri 
run away before they explode). n se ld 
When all four fall, a chest with _ : 


5 4 door and 
the Small Key will appear. Fn Tetntbss 


you up. 
Grab the 
Small Key 
from the 
chest and 


head east 


. through the 
Fire at the Hookshot target anderen 
N just to the right of the door to d 
E pull yourself up to Fairy #2. Geld 


EEK 


There's a sunbeam hitting the bridge at the sur- | 
face of this room, and you can reflect that sunbeam 

onto a nearby mirror. But this is no ordinary mirror: It holds in the light and 
doesn't release it until you put down your shield. So if you charge it up long 
enough, you'll have enough time to run up to the mirror and reflect the 
beam it emits onto the nearby sun block. This will reveal a chest with a 

Compass, and open up a convenient short- 

cut to Room A. Then cross the bridge and 

unlock the door to Room F. 


You cant get 
any stray fairies 
here now, but you 
can set some up 
for the future. At 
the pool bottom. 
hit the foot switch 
surrounded by the 
mines. On the 
surface, shoot a Se 
Fire Arrow at the 
ice switch above 
the door. Both of 
these switches will 
make upside-down 
chests appear. “es Compass 


You'll need to do a 
long distance Deku flight 
to get to the door on the 
opposite end of this 
room. If you're collecting 
stray fairies, do the Goron 
switch thing before you 
blast off (see below). 

____As a Deku, youlll need 
„ to fly from vent to vent 


Use your Goron 
form to smash away 
the pillar that's 
blocking the sun- 
beam in this room. 


sand let the updrafts give 
you enough lift to make it 
to the next one. It's the 
distance between the sec- 
ond and third vents that's 


Using that to clear 
the first sun block is easy, but 
the next part takes finesse. You 

} need to charge the mirror to Link's 
| left, and use that reflected light to 
charge a second mirror before you 
can get the light close 
enough to reflect it onto 
the sun block. Wear 
Bl your Stone Mask so the 
Black Boes and Nejirons 
(in the alcoves at the 

end) don't interfere. 


trickiest, especially with the 
Real Bombchu crawling in 
the grating. Hover on the 
second vent until the 
Bombchu is out of the way 
before you attempt that lest 
leg of the flight. 


As a Deku, you can fly to 
the chest with Fairy #5 in 
the alcove to the left of the 


first vent. To reveal the chest with 
Fairy #6 (near 
e° the exit), drop 
to the bottom 


dos 


The chest behind the 
first Sun Block contains 
Fairy #3, and a chest 


with Fairy #4 will appear if you 
burn away this Sun Switch. 
, 


and Goron Smash the switch in the 
lava. That will extinguish the ring of 
flames in the other end of the map, 
giving you a few seconds to roll there 
and hit the foot switch. 


STONE TOWER 
(NORMAL IF) 


The Garo Master is quicker 
than the regular Garo, but not 
much tougher. If you block his 
strikes, he'll quickly recover 
and strike back, so backflip 
away instead and force him to 
teleport above you. Then you 
can step away and stab him 
when he lands. 

The prize is the Light Arrow, 
this temple's major item. If 
you're not collecting fairies, 
just warp back to the entrance 
now. If you are, continue 
south and use your Hookshot 
to unmask the armored 
Hiploop in the next room. 
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Head south past the 
room with the armored 
iploop and you'll find yourself on the bridge in Room C. You can take that bridge back 
to the dungeon's entrance, but first you'll need to get past an angry Eyegore. 
_r Block the Eyegore's lasers with your shield, and shoot 
him in the eye with your Light Arrow to blind him. 
When he's stunned, follow up with another arrow or a 
sharp poke in the eye with the Hookshot. Repeat, and 
a chest with Fairy #7 will appear upon his death. 
Ì__Then loop back around to the other side of this room 
(through room D) and toss a bomb over the gate to activate the crystal switch near the 
Beamos. Swim across the pond, flip onto the other side, and shoot the sun block with 
a Light Arrow to destroy it. Then grab Fairy #8. 


The next step actually takes place Make a brief detour in 
outside the temple. Warp back to the Room A before you flip the 


Owl Statue, and leave a totem on the middle switch to clear a floating platform out of the 
way. Then from either corner of the ledge with the statue and pots, fire a Light Arrow at 
the red scarab jewel on the ledge below the entrance. 
The entire Stone Tower area will flip, leaving you on 
what used to be the ceiling. Head back into the temple, 
where everything will be 
inverted, and you can 
finally get all those weird 
upside-down treasure 
chests. You can fire at 
the same red scarab at 
any time to put things 
right again. 


The tower hasn't really been turned upside 
down. It's actually been inverted, so this area 
is like the image on a mirror being held above 
the Stone Tower. This means that the rooms 
and their contents are still in the same place in 

relation to each other horizontally, but have been flipped vertically. So our next stop, 
Room E‚ will still be to our right (east), but level 'B1" is now above {F. Confused yet? 

To get into Room E‚ clear away the sun block with a Light Arrow. All the water has 
drained out, but the skylights on the floor now act as vents, and you can use those to reach 
the room's many levels. 


and, ignoring the Deku Flower, jump off the ledge into the 
first vent and let that carry you to the alcove on the other 
side. There you'll find Falry #10. 
Then jump down to either 
side of the bridge, on the floor 
near the vents, and shoot a 
Light Arrow at the sun switch 
that had previously been 
underwater. That will reveal an 
upside-down ‘fairy chest you 
can get when you flip the tem- 
ple back to normal. 


Use the vents to fly to the From () 


ledge in the east side of the 
room, where you'll find a sil- 
ver foot switch. Take off 
your Deku Mask and play 
the Elegy of Emptiness to © 
leave behind a totem. That 


tower. Use your Light Arrow 
to shoot the sun switch in the 
south part of the central basin. 
An upside-down fairy chest will 
appear on the roof, and you can 
rab it after the temple flips. 


ing the sun switch in Room A 
(see above) contains Falry #9. 


To get the Small 

Key, drop down onto 

the _north-to-south 
bridge and go north 
until you find the foot 
switch. Hit that, and use 


will clear the your Hookshot versus the Hiploop on the 
ring of fire in 3 ea 2 É bridge so you can get to the chest safely. 
the top south Ms When you've got that, let the west 


ledge. Use the 
west vent 
(which goes 
the highest) to 
fly there as a 
Deku and get 
Fairy #11. 


vent take 
you up to 
the high- 
est ledge, 
and head 
inside. 


STONE TOWER 
(INVERTED) 


IE\BI 


The top door in Room E leads to 

at used to be level Bl, a series of 
three small rooms. The first two feature red scarab 
switches like the one outside the temple, and will rotate 
the entire room when hit with Light Arrows. 

Rotating the room is pretty much all you need to do 
in the first one. Switch to your Goron form and run 
across the lava, then shoot the switch again to get the 
doors back on the ground level. 

The next room is much trickier. You must push the 
moving block from one end of the room to the other by 
pushing it a couple of squares, rotating the room (so it 

ends up in the grooves 
of what used to be the 
ceiling), and repeating 
the process until you 
can slide it into the 
block-shaped hole that 
unlocks the door. 


Don't go out of your way to find a good spot this time, just stay in 

he doorway and shoot Wizrobe from 
. lts a good vantage point, and you're safe from 
the lava that drips down from what was Room C's floor. 
You can reflect his fireballs with your shield, and, if you 

use Light Arrows, you can off this chump in four shots. W 
When he dies, Hookshot up to the chest that appears 
and head downstairs to [F… Or, rather upstairs to… Or 


is it… ARRGGGH! My head hurts. matches) con: 
Just take the damn stairs. tains Falry #12. 
ra 


PL _GET Smaur Key t4 


This room, once a simple courtyard, is now 
infested by Poes. You can ignore them, but undead 
things are always fun to kill with Light Arrows, since 
they explode in such pretty colors. 

When you've had your fun, fly across the pit, but 


Flower). If you trip 
leave a totem on it) 


the foot switch in this small maze (and 

‚ you can extinguish the flames around 
the chest with the Small 
Key. But the Death 
Armos won't make it easy 
for you… Unless you wear 
your Stone Mask. Then 
they!ll ignore you alto- 
gether. 


IO] SOAR ACROSS THE ABYSS 


û With the pool emptied and the 
bridge far above you, there's nothing 

B you can do in the next room but fly 

across. Before you go, make sure to 

fire an arrow at the mines so they 


knock into each other and explode. 
You'll need to be able to get into that 
alcove, since one Deku Flower burst 
won't take you all the way across. 
Watch out for angry pots! 


BATTLE GOMESS 
JB GET THE Boss KEY 


leads to the covered 


Pots from 


shooting Gomess in the chest with a Light Arrow. 


That's your opportunity to rush 


up and stab him in his 


green crystal. If you run out of arrows or Magic Pots, 


you can get more by killing the 


bats. 


You can block most hits from Gomess' scythe, but 
when he spins it around it's unblockable, so back or 


slide-flip away. When he finally 


falls to your blade, grab 


the Boss Key and head back outside. 


The door on the other side of the abyss 


bridge in room E. There 


isn't much to do here but stock up on Magic 
the crates and fend off Blue 


Bubbles. As | men- 
tioned before, undead 
creatures aren't a big 
fan of Light Arrows. 
The Blue Bubbles are no 


exception, and their loss is your gain ‘cause they turn 
into purple rupees (worth 50) whenever they're hit. 

At the end of the path you'll face Gomess and his 
cloak of bats. The bats protect him from your attacks, 
but they'll run for cover when you light up the room by 


After you fly back 


across the abyss in Room 
D, hang a left and enter this small alcove in the entranceway. You can jump right over 
to the final foot switch, but there's a nasty Death Armos guarding it and not a lot of room 
to maneuver. One option is to kill the Death Armos by shooting a Light Arrow into that 


ra 


with ranged weapons like your 
Light Arrow and Hookshot. 
When it dies, a chest with 
the Giants Mask will appear. 
This nifty bonus temple item 
can only be used on the 
upcoming temple boss. 


GET THE GIANTS MASK 


The inverted temple has an 
Eyegore too, and its not 
pleased about what happened 
to the last one. This one seems 
much more aggressive, so 
have your shield at the ready as 
you approach and take it out 


glowing panel on its 
side and then following 
it up with a quick slash 
while he's stunned. But 
if he's not directly in 


your way, it's easier just to use the Stone Mask. 

The switch makes another upside-down chest appear 
on the ceiling of this room. It contains a stray fairy, but 
right now it's only important as a Hookshot target. Pull 
yourself up to it and open the final locked door. 


To THE Boss CHAMBE 


IF your magic bar isn't at least half full, you may 


To Boss 


want to go forage for Magic 
Pots before you face the boss. 
When you're ready, hit the 
switch, wait for the spiked 
logs to give you an opening, 
and Hookshot to the chest on 
the ceiling. You'll land right in 
front of the boss door. 


Giant Masked Insect This is an odd boss fight, as the ene- 
mies are completely indifferent to Link 
and the only real challenge is in using 
your Giants Mask effectively. Slap it on 
and Link will balloon to twenty times his 

original size, which is big enough to battle the centipedes in hand-to-hand (or rather, 
sword-to-face) combat. The enemies’ weak points are their heads and the tips of their 
tails, so concentrate your attacks there. 

The mask's power comes at a price, which is that it drains your magic energy. When 
you're running low, start smashing the buildings scattered around the battlefield for 
Magic Pots. Giant Link can't pick up the tiny Pots, so you'll have to take off the mask and 
search for them at your 
normal size. If you have 
to fight Twinmold again, 

a good cheat is to drink 
some Romani Ranch 

J milk and never run out 
of magic at all! 


If you do run out of magic, 
you have two options. One is 
to stay normal size and finish 
off the Twinmolds with arrows 
to the head and tail (they move 
fast, so dont fire unless you're 
really close). The other is to hang 
RES En jaround 
| one of the 
grey build- 
ings and wait for one of 
them to smash into it, 
hopefully unearthing 
a few Magic Pots. 


Twinmold may be dead, but we're still missing a trio of fairies. All three are found in 
the right-side-up version of the Stone Tower, but in chests that we revealed by perform- 
ing actions in the inverted temple. If you've followed the guide closely, you've already 
revealed all three. Warp back to the Owl Statue, flip the temple again, and go fairy hunt- 
ing. 
Falry #13 is right in the first room, in the chest at the bottom of the pit that we used as 
a Hookshot target in Point #12. Head east into Room D to grab Fairy #14 from the now 
underwater chest that 
appeared when we shot 
the sun switch. Then 
continue north, looping 
through Rooms F‚ G, and 
H, to get to Room | 
where Fairy #15 awaits 
(in the chest that 
appeared when we hit 
the crystal switch). 


This Great Fairy Fountain is easy 
to find, since it has its own build- 
ing right by the dun- 
geon entrance (it's just 
south of the entrance by 
the game's auto-map, 
west by ours). 
If you collected all 15 
yellow fairies, you'll be granted the Great Falry's Sword, 
a massive Biggoron-esque two-handed sword that you 
can equip to a C-button. 


Itching to bust some heads with that new sword of 
yours? There's no better place to put it through its 
paces than the Secret Shrine, the secret area behind the 
waterfall in northwest Ikana Canyon (southwest on the 
game's auto-map). 
You'll need to fire a 
Light Arrow at the 
switch above the door 
to enter, and even then you'll be turned away if you 
don't have at least 16 Heart Pieces. Not that you'll need 
that many: Each of the four rooms contains one mini- 
boss you already beat when you were much weaker, 
and they!l drop like flies when faced with your new 
arsenal. But that's the fun of it, really… That and the fact 
that you earn a Heart Piece for killing all four. 


- D The enemies shown 
ROUND 2 - WIZROBE RC here are in clockwise 


order, from left to 
right. Each has been 
powered up a bit, so 
be wary. (but not too 
wary, ‘cause they're 
still total chum). Each 
victory will also net 
you a silver rupee 
(100 rupees). 


BOMBERS' NOTEBOOK #13 
DOTOUR, MAYOR OF CLOCK TOWN 


If you've completed all of the Bombers’ Notebook cor- | 
ners so far, you should only be missing one seal. Thats 
Mayor Dotour's, and completing his entry is easy. Just walk Fes 
into his office while wearing the Couple's Mask and remind him of ff 
what's really important in life. (Love or something, Il guess? | still 
think being struck by a falling moon is important. But that's just f& 
me). Ta da! If you have all the seals (and therefore all the masks) $ 
you're more than ready for the f 
game's finale. 


FLOW OF EVENTS 


| 
v THE OpoLwA CHILD 


ends. So to play all 

four games, youlll 

need all twenty 

masks. If you have them all, 
and beat all four games, you'll 
be well rewarded for it. Not 
only will you receive the four 

g final Heart Pieces, but you'll 


When you've completed your 
mask collection, cleared all four 
temples, and finished your 
Bombers’ Notebook, your quest is 
nearly at its end. All that's left is to 
return to the place where it all 
began: The Clock Tower where you 
can confront the Skull Kid at mid- 
night of the final day. 

This time, play the Oath to Order 
you learned at the end of Woodfall 
Temple. This song will summon 
the help you need to put an end to 
the Skull Kid's nefarious plans. 


Calling the next part of the game 
‘surreal” would be barely scratching 
the surface. The game's final set- 
ting is a grassy plain with a single 
tree, at which five children have 
gathered. Theyre each wearing 
one of the boss masks, and they all 
want to play with you. 

Believe it or not, almost all of this 
is optional. If you'd like, you can 
walk right up to the kid wearing 
Majora's Mask and go straight to 
the last boss. But if you'd like one 
final challenge, agree to play with 
the children wearing the boss 
masks. Each one will ask for 1-4 
masks before the game begins, and 
an equal amount when the game 
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OPOLWA CHILD _GHOT CHILD 
Deku Dungeon Goron Dungeon 
Required Masks: 2 Required Masks: 4 


GYORG CHILD TWINMOLD CHILD 


Zora Dungeon Link Dungeon 
Required Masks: 6 Required Masks: 8 


9) Tre OpoLwa Cn. | 


IF you've completed the Deku Scrub Playground game, 
you shouldn't have many problems with this Deku-orient- 
ed mini dungeon. You'll need to fly from the flowers to the 
rotating platforms (which have flowers on the tips) and 
pop out of those when they near your destination. The 
catch is that in the final stretch, when 
you're flying from the Heart Piece in 
the northeast corner to the exit in the 
northwest one, you have to watch out 
for a spiked log rotating in the oppo- 
site direction. You'll need to time your 
landings carefully and burrow into the 
flowers when the spikes pass overhead. 
There are Gossip Stones everywhere 
here, but they only give tips about where 
to find 
masks. So 
if you have 
‘em all, 
just skip it. 


You have to use the notoriously twitchy Goron 
Roll over a long series of thin ledges and nerve- 
racking jumps in this area, but it's nowhere near as 
difficult as it looks. The trick is to start your roll 
and aim straight ahead from Starting Point 1. If 
you're perfectly straight, you can take your fin- 
ger off the control stick and watch 
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Lj 
H \ as your Goron automatically rico- 
8 b D chets off the three open treasure 
1 4 Ü chests and makes all the necessary 
be } leaps to arrive safely near the island 
' L LJ in the center of the map. 
d # k Cautious players can break out of 
- ge rl the roll at that point and walk to the 
1 d 1 next starting spot. The exit is a straight shot 
4 Ì s west, but the Heart Piece requires one tricky 
ï \ ' maneuver: loop around to "Starting Point 2' and 
: \ ” 4 do a rolling jump without losing control and 
kN \ GSR Starting Point 3 falling over the edge. After that, walk around the 
4 F next curve, and from there it's another straight 


shot (with one automatic ricochet) to the Heart Piece. 


Stopping Point 


After the challenges of the last two dungeons, the Zora form's final 
game is surprisingly lame. It's just a network of tunnels with a strong cur- 
rent but no obstacles. There's no real strategy here: Either rely on luck 
or use this map to go directly to the rooms with 
the Heart Piece or the exit. The other rooms 
have Gossip Stones, so you can get more 
tips about missing masks if you 


Finally, it's Links tum to 
shine. He'll get an opportuni- 
ty to use his new Great Fairy's 
Sword to shred some foes in 
Rooms B, D and F (which con- 
tain a Lizalfos, Garo Master, « 
and Iron Knuckle respective- 
ly). IFthese battles leave you nl 
hurting, make sure to use 
your Song of Storms to coax 
recovery fairies out of the 
many Gossip Stones that 
youlll pass. 

After defeating « the Garo 
Master, Hookshot up to the chest € 
of arrows and enter room F‚ where & 
the Iron Knuckle awaits. As © 
you've done before, stay close, 
attack fast, and don't worry 
about anything except its over- 
head attack. The prize here is 
Bombchus, and for once you'll 
be grateful, since you can't get 
past the next two rooms without 
them! 

To reveal the switch that acti- 
vates the ladder in Room E‚ you 
have to release the Bombchu 
so that it explodes near the 
crack on the wall. This takes 
good timing, but isn't too 
challenging. The puzzle in 
room F is much harder, since 
the crack is on the ceiling! © 
You need to both time it care- « 
fully and aim your Bombchu £ 
exactly right to succeed here. « 
When you do, the Heart Piece — 
is yours. 


CE DEITY's This final mask is the one big secret in 


Majora's Mask. If you trade away all twenty of 
your masks to the other kids before you talk to Majora, he'll give you a new mask: The obscenely 
powerful Fierce Deity's Mask. This turns Link into a full grown 
adult with a projectile-firing sword that no enemy can effective- 
ly defend against. The only Majora strategy you need for this 
form is 'Z-target an press B rapidly.” 
Den IF you earn this mask and then beat the game, it will 
EE . be added to your save file. If you warp to any other 
boss in the game, you'll find you can use it 
against them, 
tool 


BATTLE MAJORA A 


If you're looking for a fair fight, skip the 

Fierce Deity's Mask and go against n 

Majora the old fashioned way. This af 

boss has four progressively more Te 
difficult forms, but should be fair 


easy to beat for anyone who brought || 
a full quiver of arrows. © 


Its first form barely attacks 
at all. You can use arrows 
to stun it, but that's kind of a waste 
of a precious resource. Whatever 
weapon you use, you'll need to 
hit the mask in the back to hurt it. 
For its second form, all the other 
boss masks join in the fight. 
Fortunately, Majora also begins using a fire 
beam that can easily 
be redirected with 
your Mirror Shield 
against the other 
masks _ or _Majora 
\ itself. Kill the other 
masks now, while it's easy to do, since they only 
take three shots each. 
| After that, Majora grows legs. This is where 
| arrows start to come in handy, but time them care- 
fully, since this Majora is quick. If you don't want to waste them, use your Deku form here. It has its bubble 
power, can damage a downed Majora with its spin attack, and has a useful 360 degree shield to guard against 
‘ Majora's flurry of attacks. 

The final form is the most aggressive. Those 
whips can do some damage, so concentrate on 
preventing its attacks by hitting it with an arrow 
whenever it pauses to launch an attack of its own 
(keep it Z-targeted constantly). Then dash forward 
and give it a taste of your Gilded Sword or Great 


Fairy's Blade. 


THE POSTMAN'S HAT 

=| ie How To Ger Ir: 
Follow Kafei's Bombers 
Notebook event until 
given the letter for 
Madame Aroma. Give 
that to the Postman to 
deliver, and talk to him 
about it afterward. (p.65) 


WHAT m Does: Allows you to open the mailboxes in 
Clock Town. The first time you do so, you'll find a Heart 
Piece. Every other time you'll find 1 rupee. 


How To Ger Ir: 
Rescue the old woman 
from Sakon in North 
Clock Town just after 
midnight on the first 
night. (p. 19) 


be used as a bomb, but regenerates 
slowly between uses. If you raise your shield first (with 
the R Button), Link won't take damage from the explo- 
sion. 


IRY'S MASK 
How To Ger Ir: 
After being freed of the 
Deku Curse, return to 
the Great Fairy Fountain 
in North Clock Town as 
Link. (p. 19) 


WHAT mr Does: This is an essential item for catching stray 
fairies. It emits purple sparkles when a fairy is in the 
room, and will attract the fairies to Link when they're 
freed. 


How To Ger Ir: 

Go to the Clock Town 
Laundry Pool between 6 
pm and 6 am on the 
first or second day, and 
talk to Guru-Guru. 
(p.16) 


WHAT m Does: When you use the "March” command, 
dogs and chickens will be compelled to follow you. Use 
this mask to gather all 10 chicks in Grog's Cucco Shack 
and receive the Bunny Hood. 


HT MASK 


How To Ger Ir: 

Protect the old woman 
from Sakon on the first 
night, and this will be for 
sale at the Curiosity Shop 
on the third night (it costs 
500r, so you need the 
Giants Wallet). (p. 79) 


WHAT mr Does: Link can't fall asleep while wearing this 
mask. While wearing it, talk to Anju's Grandmother in 
the Stock Pot Inn. Listen to her stories and answer her 
questions right and then wrong to earn two Heart Pieces. 


THE STONE MASK 


How To Ger Ir: 

Use your Lens of Truth 
to spot Shiro in the 
Canyon Pass (between 
Termina Field and Ikana 
Canyon). Give him a 
Red Potion to heal his 
wounds. (p.81) 


WHAT m Does: Makes you completely to invisible to 
most enemies, including the guards in the Pirate 
Headquarters. Only bosses will attack you while you 
wear this mask! 


How To Ger Ir: 

Follow Kafei's Bombers: 
Notebook event until 
given the Special 
Delivery to Mama. The 
Curiosity Shop propri- 
etor will give you this 
mask. (p.55) 


WHAT m Does: If you wear this mask and slash at the 
moving weed circles in North Clock Town, Milk Road, or 
the Mtn, Village, Keaton will appear. If you answer five 
quiz questions correctly, you'll win a Heart Piece. 


How To Ger Ir: 

At Grog's Cucco Shack 
in Romani Ranch, use 
the Bremen Mask to 
gather all 10 chicks. 
Grog will give you this 
mask when the chicks 
turn into adults. (p.57) 


WHAT m Does: Allows Link to run faster and gives his 
regular jumps the distance of Rolling Jumps. Also allows 
you to see the timer throughout the Postman's Timing 
Game. A very useful mask. 


ni 0 How To Ger Ir: 
Use your Goron Roll to 
break the chandelier in 
Goron Village. Carry 
the Rock Sirloin you find 
there to the starving 
Goron in the Mountain 
Village area (p.42). 


WHAT m Does: Allows you to talk to frogs. Each frog 
will then head to the Mountain Village, where you'll find 
them after Goht is defeated and spring comes. Geta 
Heart Piece if you assemble all five. (p.79) 


OMANIS MASK 


How To Ger Ir: 

After saving Romani 
from the alien ghost 
things, escort Cremia's 
milk wagon safely to 
Clock Town. (p.59) 


WHAT m Does: You need to wear this mask to enter the 
Milk Bar Latte during its normal hours of operation (10 
pm to 6 am). You can purchase Romani Ranch Milk 
there, for 200 rupees. 


AFEIS MASK 
How To Ger IT: 
Talk to Madame Aroma 
in the Mayor's Office 
and offer to help her 
look for her son. (9.55) 


WHAT m Does: Wear this mask and talk to Anju in the 


afternoon of the first day to begin the Kafei and Anju side 


quest. Other characters may say different things when 
you wear it. 


How To Ger IT: 
Retrieve all 30 Gold 
Skulltula Tokens in the 
Swamp Spider House. 
(p.28) 


Kpúthiay 


MASK_OF TRUTH 


ie EN 


WHAT mr Does: This mask allows you to talk to the 


Gossip Stones scattered throughout the game, and allows 


you to read the thoughts of dogs when you pick them 
up; You can use it to cheat at the dog racetrack. 


MASK OF SCENTS 


How To Ger Ir: 

Return the Deku Princess 
to the Deku King after 
clearing the Woodfall 
Temple. If you can chase 
the King's Butler through 
the treasure maze he!ll 
give you this. (p.35) 


WHAT mr Does: Allows you to see Magic Mushrooms (as 
puffs of purple smoke) in the Woods of Mystery and the 
Stock Pot Inn. If you give a Magic Mushroom to Kotake 
she'll begin selling Blue Potions. 


CIRCUS LEADER'S MASK 


Tra How To Ger Ir: 
At the Milk Bar Latte, 
help Toto with his 
sound check by playing 
the instruments of your 
four forms. Gorman, 
moved to tears, will 
give you this. (p.62) 


WHAT 1m DOES: If you wear this mask during the Cremia 
Milk Wagon event, Gorman's brothers wont attack the 
wagon. Other characters may say different things when 
you wear it. 


COUPLES MASK 


How To Ger Ir: 
Complete the Anju and 
Kafei side quest by 
recovering the Sun 
Mask stolen by Sakon 
the burglar. Receive 
this from the couple 
later that night. (p.91) 


WHAT mr Does: If you wear this mask and then talk to the 
Mayor between 10 am and 6 pm, you'll receive a Heart 
Piece. 


How To Ger IT: 
After midnight in North 
Termina field, Kamaro 
appears on top of a 
frozen tree. Rolling 
Jump to him, and play 
your Song of Healing. 
(p.37) 
WHAT m Does: In West Clock Town at night, wear this 
mask and use the Dance command in front of the Rosa 
Sisters to teach them Kamaro's dance and earn a Heart 
Piece. 


How To Ger Ir: 

After restoring water to 
the river, sneak into the 
Music House in Ikana 
Canyon. Go to the base- 
ment and play the Song 
of Healing for Pamela's 
dad. (p.85) 


WHAT m Does: Gibdos and ReDeads won't attack you. 
You can now speak with Gibdos in Ikana Canyon and at 
the bottom of the well. 


THE CAPTAINS HAT 


5 oe Fol How To Ger Ir: 
In the Ikana Graveyard, 
play the Sonata of 
Awakening to raise 
Skull Keeta. Chase and 
defeat him, and you'll 


ns find this in his chest. 
ê \ (p.82) 


WHAT mT Dots: When you wear this mask, Staichilds will 
talk to you and obey your commands. Use this to order 

them to open the graves in the graveyard, and to get the 
password in the Oceanside Spider House. 


THE DEKU MASK 


How To Ger Ir: 
After playing the Song 
of Time for the first 
time, the Mask 
Salesman will teach you 
the Song of Healing. 
Play it and you'll receive 
Jor the Deku Mask: (p. 1.2) 


WHAT m Dots: Allows Link to transform into his Deku 
form at any time, and use all of its abilities. 


THE ZORA MASK 


How To Ger Ir: 

Push Mikau's drowning 
body to the shore in the 
Great Bay, and then 
play your Song of 
Healing. (p.61) 


WHAT mr Does: Allows Link to transform into his Zora 
form at any time, and use all of its abilities. 


How To Ger Ir: 

After getting Epona in 
Romani Ranch (on the first 
day), ride her to the 
Goron Brothers camp and 
challenge them to a race. 
You'll receive this mask if 
you win, (p.59) 


WHAT mr Does: When you wear this, the watchman atop 
the cliff in the Canyon Pass will raise a Hookshot target so 
you can get Into Ikana Canyon. While in Ikana Canyon or 
Ikana Castle, Garos will attack you when you wear this. 


8 How To Ger Ir: 

Defeat the Eyegore in 

the inverted Stone 

Tower, and a treasure 

chest containing this 
J will appear. (p.81) 


WHAT mT Does: This mask can only be used during the 
Twinmold Boss fight. It turns Link into a giant, but gradu- 
ally saps his Magic Power. 


How To Ger Ir: 

After getting the Lens 
of Truth in Goron 
Village, follow 
Darmani's ghost to his 
tomb and play the Song 
of Healing. (p.40) 


WHAT m Does: Allows Link to transform into his Goron 
form at any time, and use all of its abilities. 


How To Ger Ir: 

IF you have the other 23 
masks and complete all 
four mini-dungeons in 
the game's finale, the 
child wearing Majora's 
Mask will give this to 
you. (p.105) 


WHAT mr Does: This mask can only be worn during boss 
battles. It turns Link into a grown adult with a powerful 
helix sword, Press B Button to fire a projectile burst 
when an enemy is Z-targeted. 


RAZOR SWORD 
How To Ger Ir: 
Give your Kokiri Sword and 100 
rupees to the Mountain Smithy and 
they will forge it for you. (p.42) 


WAT mr Does: 

This sword does double damage, but 
breaks after 100 hits and can't be 
taken back in time with you. 


GREAT FAIRY'S SWORD 
How To Ger Ir: 

Collect all 15 stray fairies in the 
Stone Tower and take them to the 
Ikana Fairy Fountain. (p. O1) 

WHAT m Does: 

This mighty sword is actually a C- 
Button item. It has very wide range 
but you can't use your shield while 
wielding it. 


HERO'S BOW 
How To Ger Ir: 
Prize for defeating Lizalfos in 
Woodfall Temple. (12.33) 


WHAT m Does: 

Allows you to use Regular Arrows to 
flip eye switches and crystal switch- 
es. Also damages or stuns some 
enemies. 


ICE ARROW 


How To Ger Ir: 
Prize for defeating Wort in Great Bay 
Temple. (p.74) 


WHAT mr Does: 

Allows you to use Ice Arrows to 
freeze enemies and waterfalls, and 
to.make temporary icebergs in water 
(which Link can use as bridges). 


HOOKSHOT 


How To Ger Ir: 

Found in Great Bay Gerudo Fortress. 
(p.68) 

WHAT mT DOES: 

Allows Link to target certain objects 
and pull himself towards them, to 
pick up items at a distance, and 
stun, damage or pull closer certain 
enemies. 


GILDED SWORD 


How To Ger Ir: 

Forge the Razor Sword, then give 
that and the Gold Dust from the 
Goron Races to the Mountain 
Smithy. (p.54) 

WHAT mr DOES: 

This sword does triple damage, 
never breaks, and can be taken back 
in time with you. 


MIRROR SHIELD 

How To Ger Ir: 

Found in a treasure chest at the end 
of the Bottom of the Well dungeon. 
(p.87) 

WHAT mr Does: 

When you're in a sunbeam, you can 
use this shield to reflect light-sensi- 
tive blocks, switches, and enemies. 
Also reflects certain enemy attacks. 


FIRE ARROW 
How To Ger Ir: 


Prize for defeating Wizrobe in 
Snowhead Temple. (p.47) 


WHAT mr DOES: 

Allows you to use Fire Arrows to trip 
frozen eye switches, light braziers, 
melt ice, and burn webs and curtains. 
Does extra damage to some enemies. 


LIGHT ARROW 


How To Ger Ir: 
Prize for defeating Garo Master in 
Stone Tower Temple. (p.95) 


Ì War m Does: 


Light Arrows can destroy sun blocks 
and sun switches (the same as 


il reflected light) and do extra damage 


to undead enemies, 


Ye MAJOR ITEMS 


OCARINA OF TIME 
How To Ger Ir: 
At the final night of the Prelude, con- 
front the Skull Kid at the clock tower 
and shoot him with your Magic 
Bubble. (p. 12) 
WHAT m Does: 


| Allows you to play the Song of Time 


and twelve other songs, once you 
learn them. 


PICTOGRAPH BOX 


How To Ger Ir: 

Save Koume in the Woods of 
Mystery, and take the Swamp Cruise. 
You'll receive this as a bonus. (p.24) 
WHAT mr Does: 

Allows you to photograph any scene 
in the game. Show these pho- 
tographs to the contest judge or the 
fisherman to receive items. 


MOON'S TEAR 


How To Ger Ir: 

Observe the falling moon from the 
Astral Observatory telescope. Go 
outside and pick up the tear. (p. 11) 


War m Does: 

Trade this item to the Akindo Nut in 
South Clock Town for the first Land 
Title Deed. 


INN KEY 


How To Ger Ir: 

Talk to Anju in the Stock Pot Inn at 
around {_pm on the first day. Claim 
to have a reservation. (p. 18) 


WHAT mr Does: 

Allows you to enter the Inn at any 
time, and also unlocks the door to a 
second floor room with 100 rupees. 


MEMORIAL PENDANT 


How To Ger Ir: 

After you sneak into Kafei's home, 
he will ask you to deliver this item to 
Anju. (p.55) 

War m Does: 

Personally deliver this to Anju to 


prove he is alive and well, and to 
continue the Kafei/Anju side quest. 


How To Ger Ir: 

As Link, either play the hide-and-go- 
seek, or enter the Astral Observatory 
path using the secret code and talk to 
the Bombers on the way out. (p.15) 
WHAT m Does: 

Allows you to participate in 20 
optional side quests, and records the 
schedules of the involved characters. 


LENS OF TRUTH 
How To Ger Ir: 


Follow Kepola Gebola's shed feath- 


ers to the floating cave outside of 
Goron Village. (p.40) 

WHAT m Does: 

Allows you to see hidden platforms, 
treasure chests, characters and ene- 
mies, but slowly saps your Magic 
Power. 


THE FOUR DEEDS 


How To Ger THEM: 

Get Deed #1 in Clock Town, (p. 1 1) 
get Deed #2 in the Southern Swamp. 
(p.23), get Deed #3 in the Mountain 
Village (p.39), and get Deed #4 in 
Zora Hall (p.65). 

WHAT THey Do: 

Trade each Deed for the next to gain 
access to Deku Flowers. 


LETTER TO KAFEI 
How To Ger Ir: 
Talk to Anju in the Stock Pot Inn after 
2 pm on the first day, wearing the 
Kafei Mask. Meet her at 11:30 pm 
that night, and agree to help. (p.55) 
War mr Does: 
Put this in the mail, and when the 
Postman delivers it, you can sneak 
into Kafei's home. 


SPECIAL DELIVERY TO MAMA 


How To Ger Ir: 

Return to Kafei's home in the after- 
noon of the third day and get this 
from the Curiosity Shop guy. (p.65) 
WHAT m Does: 

Either deliver this to Madame Aroma 
personally and get a Bottle, or have 
the Postman do it and get his 
Postman's Hat. 


/ 


ie | BOTTLES 


0) A 
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BOTTLE (w/RED POTION) 


How To Ger Ir: 

In the Southern Swamp, receive this 
from Kotake after you find Koume 
hurt in the Woods of Mystery. (p.24) 


WHAT mT DOES: 

The Red Potion fills your life bar, but 
that part's for Koume. The Empty 
Bottle is yours to keep. 


BOTTLE (w Mik) 


How To Ger Ir; 

Use a Powder Keg to get into 
Romani Ranch on Day |. 
Successfully help Romani defend the 
ranch against invaders. (p.58) 


WHAT m DOES: 
Milk refills five heart containers. 
Each bottle contains two servings. 


EMPTY BOTTLE 


How To Ger Ir: 
Win the first round of the Beaver 
Races against both beavers. (p.70) 


WHAT mT DOES: 

It's an Empty Bottle. You put things 
in it. Then you dance and sing and 
hop and frolic because you are so 
happy. Tra-la-la-la-la! 


POWDER KEG 


How To Ger Ir: 

After defeating Goht, talk to the Big 
Goron outside of Goron Village. 
After you get your certification, you 
can buy them there (for 100) or in 
Clock Town (for 50). (p.52) 

WHAT m DOES: 

An extra-strong bomb that can destroy 
boulders and the Ikana Castle skylight. 


end” 


£ APPENDIX B: ITEMS 


BOTTLE (w/GoLp Dust) 


How To Ger Ir: 

Defeat Goht to bring about spring in 
Mountain Village. Use a Powder Keg 
to open the Goron Racetrack. Win 
the Goron Races. (p.54) 

WHAT mr Does: 

Bring the Gold Dust to the black- 
smiths so they can forge the Gilded 
Sword. 


BOTTLE (w | SPEcIAL MILK) 


How To Ger Ir: 

Deliver the Special Delivery to Mama 
Mail. You receive as part of the 
Kafei/Anju side quest to Madame 
Aroma in the Milk Bar Latte. (p.65) 
WHAT m DOES: 

After drinking Romani Ranch milk, 
you'll have unlimited magic for the 
rest of the cycle, 


EMPTY BOTTLE 


How To Ger Ir: 

On the third night, put on the 
Captain's Hat and order the Stalchilds 
to open the grave. Guide Dampe to 
all five digging spots and defeat the 
Big Poe that appears. (p.83) 

WHAT m Does: 

Bottle hot water and watch it cool 
for hours of entertainment. 


’ Ven 
ie je we EXPENDED ITEMS Nore: Expended Items are lost when you go back in time! 


MAGIG BEANS 


How To Ger Ir: 

Beneath the Deku Palace, purchase a 
Magic Bean for 10 rupees. You can 
then buy them from the Southern 
Swamp Akindo Nut. (p.26) 

WHAT mr Does: 

Plant and water them at bean spots 
and they will immediately grow into 
floating leaves that Link can ride on. 


W Deku Sricks: Deku Sticks can be used as a single- 
shot mid-range weapon that does about as much 
damage as the Kokiri Sword, or can be lit on fire at 
braziers to be used as a torch. These can be purchased 
in shops or found by killing full-grown Deku Babas. 


REGULAR BoMBS: These are widely available at shops 
and can be found for free in many areas. You 
need to buy a Bomb Bag before you can use 
these. Bombs can destroy rocks, open cracks in 
walls, unearth pits, and damage enemies, 


BoMBcHus: These have the same effect as Deku Nurs: When used in battle by human Link, 
bombs, except that they move in a straight line Deku Nuts stun the enemies they hit. Your Deku 
from the direction they re released, and explode form can use them to bomb enemies below him, 


two or three seconds later. They can be found while flying. Deku Nuts can be purchased, found 
in certain pits or purchased at the Bomb Shop. in weeds or earned by killing immature Deku Babas. 


ADULT WALLET 


How To Ger Ir: 

Receive as a prize when your bank 
account has 200 or more rupees. 
(p.14) 


WHAT mr Does: 
Allows you to hold up to 200 
| rupees. 


BIGGER QUIVER_ 


How To Ger Ir: 
Awarded for scoring 40 or more in 

ij the Clock Town Shooting Gallery, or 
getting a Perfect in the Swamp Road 
Shooting Gallery (whichever you 
accomplish first). (p. 35) 


WHAT mr Does: 
Allows you to hold up to 40 arrows. 


BOMB BAG 


How To Ger Ir: 
Purchase for 50 rupees at the Clock 
Town Bomb Shop. (p.15) 


| WHAT mr Does: 
Allows you to use and find Bombs, 
comes filled with its max capacity of 
20 Bombs. 


BIGGEST BOMB BAG 


How To Ger Ir; 

Trade in the Big Bomb Bag and pay 
200 rupees to the Akindo Nut near 
Goron City. This offer is available to 
Gorons only. (p.39) 


WHAT Ir Does: 
Increases your bomb capacity to 40. 


GIANT'S WALLET 


How To Ger Ir: 
Claim all 30.Gold Skulltula Tokens in 
the Oceanside Spider House on the 
first day. (p.71) 


WHAT m Does: 

Allows you to hold up to 500 
Tupees, which is enough to purchase 
the All-Night Mask. 


BIGGEST QUIVER_ 


How To Ger Ir: 

Awarded for scoring 40 or more in 
the Clock Town Shooting Gallery, or 
getting a Perfect in the Swamp Road 
Shooting Gallery, if you already have 
the Biggest Quiver (p. 35) 


WHAT m Does: 
Allows you to hold up to 50 arrows. 


BIG BOMB BAG 


How To Ger Ir: 
If you save the old woman from the 
burglar in North Clock Town on the 


fj first night, this will be for sale in the 
if Bomb Shop on Day 2. Ifyou don't, 


it will be for sale in the Curiosity 
Shop on Day 3. (p. (9) 

WHar Ir Does: 

Increases your bomb capacity to 30. 


\ 


WA N 
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The first Heart Piece is 
just sitting on the 
ledge right in front of 


the clock tower. You can't 
miss this one! 


As human Link, climb 

up the lowest pillar 

and jump from there 
to the second pillar, the slide 
top, the third pillar, and final- 


ly the tree. 


It's not easy, but you Choose the ‘expert’ 
can get a Heart Piece course at the 
by winning the Deku Swordsman School 
Scrub Playground game three and simply do a Jumping 
days in a row. Slash ten times in a row. 


rd 


The bank will give 
you a Heart Piece as 
soon as your account 
balance reaches 5,000 
rupees. Ouch! Start saving. 


Once you've com- 
pleted the Kamaro 
event, use the funka- 
delic dancing abilities of 


Kamaro's Mask to learn the 
Rosa Sisters a trick or two. 


Win the timing mini- 
game the Postman 
offers in the afternoon 


of the first two days. The 
Bunny Hood makes it easier. 


After you earn the 
Postman's Hat for 
having the Postman 


deliver the letter to Aroma, 
check any mailbox. 


Use the All- 
Night Mask sold 
at the Curiosity 
Shop to stay awake through 
Anju's Grandma's stories, and 


get a Heart Piece for each one. night. 


Give something 
paper (a deed or let- 
ter) to the Mystery 
Hand that pops out of the 


toilet at the Stock Pot Inn at 


PY) APPENDIX C: HEART PIECES 


Ne, 


CLOCKTOWN (CONTINUED) 


Win the Treasure You'll need to score a The game at Honey Wear the Couple's 
Maze Game as a full-on "Perfect at this & Darling's changes Mask you earned for 
Goron, and you'll find Shooting Gallery to get every day, and you!ll completing Kafei and 


a Heart Piece in the chest at the Heart Piece (that means __ need to win all three in one Anju's side quest, and head 
the end. hitting all 50 Octoroks). cycle to nab the top prize. into the mayor's office. 


Ef Ben A”, 


TERMINA FIELD 
(5 HEART PIECES) 


Termina Field 
that contain a quar- 
tet of Gossip Stones 
(each is marked 
with a "16" on the 
map). Transform 
into any form but 


human and play a 
temple-opening 
song like the Goron 

Lullaby, Sonata of 
Awakening, or New 
Wave Bossa Nova. 
Play the same song 
as the same form in 
all four of the pits, 
and theyIl present 
you with a Heart 
Piece. 


Jump into this pit, Bomb the rock to open here's a pit hidden Use the telescope to 
and kill a pair of up this pit. There's a midst this patch of watch for the Akindo 


Dodongos with bombs leart Piece in one of tall grass (watch for who lives in this pit. 
or arrow shots to their tails. __ the hives on the ceiling but butterflies above it). When you see him fly inside, 
A chest with a Heart Piece youlll need the Zora form to Youlll get a Heart Piece if you jump in after him and haggle 
will appear. get it when it falls in the water. kill the Peahat inside. over the price of a Heart Piece. 


MARSHLANDS - f HEART PIECES 


On the Swamp Road, The first time you get a Trade the Land Title Win the photography 
shoot down as many perfect at the Swamp Deed for the contest by turning in 
Bad Bats as you can Shooting Gallery, you Mountain Title Deed a photo of the Deku 


and climb up the tree they get a quiver. The second time. and use the Akindo's Flower King or the judge's missing 
had been guarding. you get the Heart Piece, to fly to the Heart Piece. son, Tingle. 


In the far west side of The Heart Piece in the After clearing the 
Deku Palace, you'll Woodfall area is just Woodfall Temple, 
see a Heart Piece left of the entrance, beat Koume's Boat 


amidst the crops. It's right but you have to go all the Cruise Shooting Game with a 
on your way. way around to get it. score of 20 or more. 
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MOUNTAIN VILLAGE - 4 HEART PIECES 


As a Deku, trade your When the Frozen Lake You'll need the Hook- As we discussed on 
Mountain Title Deed thaws in spring (after shot, the Lens of page 79, you can use 
for this Akindo's you defeat Goht) your Truth, and the Scare- your Don Gero's Mask 


Ocean Title Deed, and use Zora form can make it to this __crow Song to get this Heart _ to gather all five frogs in one 
his flower to grab the Heart _ underwater treasure chest. Piece in Snowhead Pass. place and earn a Heart Piece, 
WEET er E =| 


KEATON'S QUIZ QUESTIONS 


1. What time does Romani ge to bed? [8 o'clock] 16 How many cows are there in Romani Ranch? [3] 
To summon Keaton, wear his mask and _ 2. What time does Romani wake up? [6 o'clock] 17. How many cow statues are there in Clock Town? [10] 
go to one of the areas where the weeds _ 5. How many levels wille festival tower be? [4] 18, What is the name of the Indigo-Go's lead singer? [Lulu] 
run away when you slash them (they're in __ 4: What ts Tinglesspelf? Tingle, Tingle….[Kooloo-Limpah!]_ 19. How many cuceos in the Romani Ranch coop’? [ij 
North Clock Town, Milk Road, and the Mountain _ 5 Whabtribe does Darmani belong to? [Goron] 20. How’many Indigo-Gos members are there? [5] 
Village during the Spring). Keaton will appear 6, Which weapon does Romani practice with? [Bow] 21. Whats the name of the best milk? [Romani Ranch] 
and offer you 7. How many balloons does Romani use for practice? [i} 22. What is Link's nickname at Romani Ranch? [Grasshopper] 
three randomly _ 5 What tribe does Mikau belong to? [Zora] 23, What is the fesfival's name? (Carnival of Time] 
selected quiz 9. What kind of instrument does the Skull Kid use? [Flute] 24, What does the Bomb Shop owner call his mom! [Mama] 
questions from 10. What song does Romani teach Link? [Epona's Song] 25. Whabis the name of Clock Town's mayor? [Dotour] 
the list on the II What is Anju's bad habit? [Apologizing right away] — 26. What isthe name of Anju's father? [Tortas] 
right. Get them 12, What is Anju bad at? [Cooking] 27. What is the name of the Bombers’ leader? [Jim] 
right, and you'll 13, How old is Tingle? [35] 28. What color are Tingle's pants? [Red 
get the Heart 18. Is Tingle left-handed or right-handed? [Right-handed]_ 29. Where does Cremia bring the milk bottles? [Milk Bar] 
Piece: 15, How many mailboxes are there in Clock Town? [5] ___30, What is the name of Clock Town's Hotel? [Stock Pot Inn] 
NOTE: The wording of these questions may be changed in the final version. 


GREAT BAY -1O HEART PIEcEs 


In the underground You'll need to use a 
tunnel part of the Magic Bean plant and 
Gerudo Fortress, hit the Scarecrow Song to 


the switch and run to the get to the Heart Piece in this 
Heart Piece behind the gate. shallow cave. 


DA: 


N: 


After you beat the Kill all of the Sea 
Great Bay Temple, Snakes at Pinnacle 
take the fisherman's Rock to reunite the 


boat to this island and score _seahorse lovers and get a 
a 20 on the jumping game. _ Heart Piece. 


Use the Captain's Hat to dbi the 
Stalchilds in the Spider House. They!ll give 
y/ 


ou the Passwords digit by digit, to adoor 
5 me that can only 

be opened 

by shoot- 

ing the col- 

ored masks 

in the right 

order. 


Use your Hookshot to get to 
Mikau's second floor room in Zora 
Hall, and read the song ideas he 

had in his 
diary. Go to 
the bassist's 
room and flesh 
out the songs, then go 
to band-leader Evan and play 
them as Link. (see page 71) 


As a Goron, trade the Catch five fish in your Drop to the bottom fter winning the 
Mountain Title Deed bottles and feed them of the waterfall's basin ottle, challenge the 

for the Ocean Title to the big fish in the and kill the Like Like beavers to another 
Deed and then use the flower Marine Research Lab. The for an easy Heart Piece. race. Beat 1:50 against both, 


N to get the Heart Piece in fish will cough up a treat. and they! give up the Piece. 
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IKANA - 5 HEART PIECES 


(Not shown on map) 

Have the Stalchilds 
smash open the grave 

on Day 2, and use the Lens 
to find your way to the end. 


As a Zora, sell the 
Ocean Title Deed for 
200 rupees and then 


fly over to the last Trading 
Game Heart Piece, 


' You can't attempt the The only Heart Piece 
Secret Shrine until in Romani Ranch can 
Kill all four Poe sisters you have 16 Heart be won in the dog-rac- 


When you get to the 
oof of Ikana Castle, in under 3 minutes Pieces and the Light Arrow. ing game. Use your Mask of 
a 


walk around the railing, nd you can win a When you do, defeat four old Truth to pick a winner and bet 
shoot the switch, and fly for Heart Piece at the Ikana mini-bosses and you'll heavily. You get the prize if 
the Piece on the north pillar. Canyon Ghost Hut. receive a Heart Piece, you win 150 rupees in a day, 


FINALE MINI-DUNGEONS - 4 HEART PIECES 


You'll have to use the Follow the path print- Use the map on page If you're handy with 
° yellow Deku Flower ed on page 103 to get 154 to get to the Bombchus, you wont 
on the final spinner to to this one. Feel free to Heart Piece without have any trouble get- 


| get to the Heart Piece in the « break your roll and walk much having to rely on luck. ting to the last Heart Piece in 
B Odolwa dungeon. of the last stretch. this easy mini-dungeon. 
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(1) THE BOMBERS G ANG [Any Day, Any Time] 


You won't get far on any 
e side quests in this section without the Bombers’ Notebook. Your Deku form 
was briefly a member of the gang, but Link still has to prove his mettle to the 
Bombers as a human to get the Notebook. The two ways to do that are: (1) Pop the 
balloon Jim is always shooting at in North 
Clock Town, and play the hide-and-go- 
seek event again, or (2) use the pass- 
word from the Prelude to enter the 
Observatory Path and get invited to join 

when you come back out. 

Getting the Notebook is all that there 
is to the Bombers’ Notebook entry. So 
you get to start your journaling adven- 

ture with one seal already in the bag. 


ANJU AND KAFEI 


[Day 1: 1:30-2:30 pm] It all starts at the Stock Pot Inn, where Anju will 
give you the Inn Key if you talk to her at this time and claim to have à 
reservation (#1). You only need to do this once to get Notebook credit for 
it, but it's a handy item to have whenever you're attempting this quest. / 
[Day 1: 2:00-7:30 pm] After the Postman visits, talk to Anju while 4 
wearing the Kafei Mask given to you by Madame Aroma (#2). Anju 4 
will ask you to meet her in the kitchen later that night. 
[Day 1: 11:30 pm -5:00 am] Meet Anju as promised, and shell 
ask for your help in locating Kafei (#3). Take the letter she gives you and 
drop it in the mail box (#4). Then wait for the Postman to do his daily 
delivery rounds early in the afternoon, and follow him right to Kafei's hide- 
out in the Laundry Pool (#5). 
[Day 2: 5:00-1 1:00 pm] Sneak into Kafei's-home while he deals with the 
Postman (#6) and, when he returns, he'll disclose the reason 
for his sudden disappear- 
ance and ask you to deliv- 
er a Pendant to Anju (#7). 
[Day 2: 4:00-8:30 pm/Day 3: 6:00 am 
-12:00 pm] The next time Anju is work- 
ing, stop by and drop off the Pendant. 
[Day 3: 1:00-6:00 pm] If you visit 
Kafei's hideout during this period, the 
Curiosity Shop proprietor will give you 
Kafei's Keaton Mask, a letter for Aroma, 
6 and inform you that Kafei has gone to 
Ikana Canyon to face the burglar who 
stole the Sun Mask (#9). You'll need 
Epona and the Hookshot if you hope to meet him in Ikana and conclude 
this side quest. 
[Day 3: 6:00-7:00 pm] Get here early for this event (#9), ‘cause Sakon 
(the burglar) will run away if he sees you, and then poor Kafei will never 
get closure (not in this cycle, anyway). After you follow the burglar in, 
the door will shut, Kafei will trip an alarm, 
and you'll have to save the Sun Mask 
before it falls into the vault. To do that 
you'll alternate between playing Kafei 
and Link in a brief, five-room action 
sequence. 
(continued next page) 
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APPENDIX D: BOMBERS' NOTEBOOK 


ANJU AND KAFEI (CONTINUED) 


Kafei pushes blocks to solve simple puzzles (#10), 
while Link battles enemies (use Deku Nuts and 
Jumping Slashes for quick kills). To unlock each door 
for Kafei, push the blocks onto the blue switches. 
Yellow switches are good too, since they slow down 
the conveyor belt, but beware the red ones, which 
speed it up! If you're 

not there to grab the 


Sun Mask when it gets to the end of the belt, you will lose this event. 


[Day 3: 4:30 am] 


If you do recover the mask, meet Kafei at Anju's room in the 


Stock Pot Inn at 4:30 am that night. The happily reunited couple will reward you with 
the Couple's Mask (#11). This event occurs mere minutes before the end of the 


world, so be ready to bail out with the Song of Time. 


(A)CURIOSITY SHOP GUY 5) BOMB SHOP WOMAN 


[Day 3: 1:00-10:00 pm] 
If you've followed Kafei's 
event up to this point, 
you'll encounter this man 
in Kafei's Laundry Pool 
hideout. Hell give you 
the Keaton Mask and a 
Letter that Kafei wants you to deliver to Aroma. 

[Day 3: 10:00-5:30 pm] If you havent rescued the 
Bomb Shop Woman in this cycle, then the Curiosity 
Shop will be selling the stolen Big Bomb Bag. If you 
have, theyll be selling pr 
the _All-Night Mask le 3 
instead. Purchase the 
mask, and you'll get the 8 
seal (if you already com- 
pleted the above event) . 


(PRO 
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p VU 


B] to earn the seal. 


[Day 1: 12:00 am] _ If 


you're in North Clock f 


Town at this time, you'll 
see a thief ambush and 


mug this kind old lady. Wig 


Give him a taste of your 
blade (only Link's human 
form can hurt him, it 
seems) and the old 
woman will reward you 
with the Blast Mask. Her 
shop will also begin sell- 
ing the Big Bomb Bag 
after you complete this 
event (If you fail, it will 
end up at the Curiosity Shop on the third night instead), 
but saving her is all you need to do 


sh 


[Day 1: 6:00 am-6:00 pm] 
You'll need to Powder 
Keg away the boulder blocking Romani Ranch in order to get here in time for this event. 
Talk to Romani and agree to help her fight back a spectral invasion that night. Shell teach 
you Epona's Song and take you on a mounted archery training course, 

0O am] Needless to say, your ghost-busting efforts have to actually suc- 


ceed to complete this event. If they do, talk to her after 
the battle for a Bottle of Milk and her Notebook seal. 
[Day 2: 6:00 - 7:00 pm] If you talk to Cremia after suc- 
cessfully fighting the ghosts, she'll ask you to help 
| escort her wagon. Meet her at the appointed time, 
and be ready to fight off the Gorman Brothers 
(this is an event in their Notebook entry, too). If 


at least one jug of 
milk arrives safe- 
ly, you'll get the 
Romani's Mask 
and Cremia's seal. 


[Day 1 or 2: 8:00 am FE 
= 7:00 pm] Visit Aroma 
at the lounge in the 
Mayor's Office and 
offer to help 
investigate her 
son's disap- 
pearance. She'll 
give you Kafei's 
Mask, the first step in | 
y his long side quest. 
[Day 3: 6:00 pm 
= 5:00 am] Pick up 
N the letter that 
i left with 
the Curiosity Shop guy in his Laundry Pool 
hideout. Deliver that to Madame Aroma per- 
sonally and you'll get a Bottle of Romani Ranch 
Milk and her seal. She's in the Milk Bar, so 
you'll need Romani's Mask to get in. 


All, you Weed to 
do to snag this 
seal is talk to the 
honorable mayor 
while wearing 
the Couple's 
Mask you got at the end of Kafei's 
quest. He!ll give you a Heart Piece, too. 


[Day 1 or Day 2: 
TOTO AND GORMAN 000 pm “5:00 am) 
Visit Toto in the 
Milk Bar and help him with his sound check. Depending on which tribe's mask Link 
is wearing, he'll ask 
you to stand in a differ- 
ent place on stage and 
play a different tune. 

When all four of your forms have played, a deeply 

moved Gorman will give you the Circus Leader's 

Mask, and you'll get seals for both characters. 


RC 
„Rs Lot 2 300 pm : THE ROSA, 


am] Visit the /a 
Postman PN crd evening training SISTERS 


gel exercises, and hell challenge you to [Day 1 or Day 2: 6:00 pm - 
mj Play his timing game. This is tough: 6:00 am] These diligent 
You have to hit the button at 10 sec- dancers practice every 
onds exactly, to the hun- , night in West Clock 
dredth of a second. If you Town, but just don't 
need help, wear the Bunny B. RS have the moves. So 
Hood so the timer will stay 6 We put on Kamaro's Mask, 
on screen. The prize is a Lg and teach ‘em a brand new 
Heart Piece. ee dance. They'll thank you 
B [Day 1: 12:00 am - 5:00 pm] As part with a Heart Piece. 
MI of Kafei and Anju's event, drop the let- Ù { 
B ter Anju gives you into the mailbox. } 
d zi [Day 3: 6:00 pm - 5:00 am] The 
NEN impending apocalypse has left the # 
4 U Postman with no mail to deliver, and | 
he's deeply depressed. Cheer him up by asking him-to deliver the 
letter from Kafei to Aroma that the Curiosity Shop guy gave 
you. Rejuvenated, he'll give you the Postman's Hat. 


% 
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(B) ANJU'S GRANDMA 


(1A)PPP (TOILET GUY) 


[Any Day: 12:00 am - 
6:00 am] Visit the Stock 
Pot Inn after midnight 
and youre likely to hear 
some disturbing noises 
coming from the loo. 
Give this poor fellow 
some paper-any deed 
or letter will do—and 


you'll earn his gratitude, his seal, and a Heart Piece. 


[Any Day: 12:00 am - 
6:00 am] At midnight in 
North Termina Field, 
you may hear unusual 
music. Follow it to the 
frozen tree with the 
odd dancer, and do a 
Rolling Jump off the 
ledge to reach him. 

Put Kamaro at peace 


with your Song of Healing, and then take over his 
legacy of teaching weird dances to weird people by 
using his Kamaro's Mask in front of the Rosa Sisters. 


(18) THE GORMAN BROTHERS 


[Day 1 or Day 2: 8:00 
am - 6:00 pm] After f 
you buy the All-Night 
Mask at the Curiosity 
Shop, take it over to 
Anju's Grandmother's 
room in the Stock Pot 


Inn. While wearing it, you can stay awake through 
both her stories. If you answer her questions hon- 
estly, she'!Il give you two Heart Pieces and her seal. 


you the Bunny Hood. 


[Any Day: 6:00 am - 5 
8:00 pm] Using the 
‘March’ command of 


your Bremen Mask, E& 


lure all ten chicks from 
the Cucco Shack into a 
line behind you. Keep 
‘em marching till they 
turn into real chickens 
(it takes less time than 
you'd think) and a 


proud Grog will give W 


[Any Day: 6:00 am - 6:00 pm] Nothing 
better represents the spirit of caring and 


generosity of the Bombers Notebook than the pair of humiliating beatings you 
hand to these poor chumps. To get the first, ride 
Epona to their little camp (off Milk Road) and throw 
down a racing challenge. Victory nets you the 


Garo's Mask. 

[Day 2: 6:00 pm - 
7:00 pm] Play through 
Romani and Cremia's 
events till you get to 


the part where you have to escort the Milk Wagon. Fire on the two masked 
brothers whenever they raise their pitchforks, and you should be able to get at 
least one jug safely to the Milk Bar. Cremia will then reward you with the 
Romani's Mask, and you'll get both her and the Gorman Brothers’ seals. 


[Any Day, Any Timel 
Poor Shiro is stuck in 
the Canyon Pass area 
between East Termina 
Field and Ikana Canyon. 
Use your Lens of Truth 
to see him in the circle 
of stones, and give him 
a Red Potion to heal his 
wounds. He'll thank 
you with the obscenely 


useful Stone Mask and, of course, his seal. 


[Day 1 or 2: 6:00 pm- 
6:00 am] Oddly, the 
last Notebook entry is 
probably the easiest to 
get. Just talk to Guru- 
Guru on the first or sec- | 


ond night in the 


Laundry Pool, and hear 
his tale. He'll give you 


the Bremen Mask just for listening. 


SWAMP SPIDER 


The Skulltulas 
are back! The 
first of two Gold 
Skulltula Houses 
is in the Marsh- 
lands, near the 
Deku Palace. B 
Use a Deku Stick We 
to burn away 
the web and 
begin this fun (but totally optional) quest. 

To heal the cursed man, you have to find and 
kill all 30 Gold Skulltulas, and retrieve the tokens 
they leave behind. When you do, he'll reward 
you with the Mask of Truth. You can attempt 
this side quest at any point, since you don't need 
the Hookshot or any other late-game items. All 

you need is the 
Deku Mask, the 
Sonata of Awa- 
kening, and a 
couple of Magic 
Beans. 


Hidden Bean Spot 


HOUSE 
ads 


Gossip Stone 


Crystal Switch 
Sleeping Deku 


N 
td 
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OD) The first few Skulltulas are a cinch to 
catch. #1 


is just piddling about in the 
pool, #2 is in a pot near the 
stairs, and #3 crawls up and 
down a pillar on the west 
side (hit him when he's low if 
you don't have a Hookshot). 


COD) Both of these Skulltulas are hiding in the 
bean spots. To flush ‘em out, go back to the 


first room and catch some bugs in your bottle. Release 
those bugs near the bean spot, and they'll burrow in and 
kick the Skulltulas out. 


CTB) bis: 
east into 


the next room. You'll find one 
Skulltula in the small pots, 
and two more in the big pots 
on the east wall. To get the 
Skulltulas out of the big pots, 
use your Forward Roll. 


SOD) Play the Sonata of Awakening 
} for the sleeping Deku, and hell 


abandon his flower. There's one Skulltula in the tunnel near 
him (cut the vines that block the tunnel with your sword), 
and another on the higher level of this room, which you can 
reach with the Deku Flower. Then use shot bubbles to shoot 
down the hives on the ceiling for two more Skulltulas. 


B 


u, Gede PR, tr #12 
(BDS) There are three Skulltulas in the upper 
level _ of 


the main room. #13 is in a 
bean spot, so use bugs. #14, 
on the far wall, is trickier. 
You'll need to shoot it down 
and use the Deku Flower to 
claim the token. #15 is on a 
pillar in the other side. 


(YDB)D) From the top of the main room, 
head into the west room. You'll 


find one Skulltula by the torch 

in the corner, and another on Jus} 
top of the metal thing in the 
center (use a Rolling Jump to 
get the token). Two more 
await in the crates on the 
ground level (smash the 
crates with Forward Rolls). 


@) To get the Skulltula skittering beneath the catwalk, 
bomb away the rock in 


the corner to uncover a bean 
spot. Plant and water a Magic 
Bean, and ride that to your 
quarry (you can get beans 
from the Akindo Nut in the 
Southern Swamp and water 
in the main room's pool). 


DDO ue Enter the north room via the 
door on the higher level of the east 


room (where the sleeping Deku was). Hit the crystal switch 
to make a ladder appear, giving you access to Skulltula #2 1 


Mand the bean spot. #22 is on a nearby pillar, and #23 is in a 


hive on the ceiling. Plant and water a Magic Bean to get to 
Skulltula #24 and make an easy route to the last room. 


u zel #2 
Skulltulas in the deep Mi 


grass that surrounds this room, and a third in a hive on the 
roof. The final three are all in the tree, and you'll need to hit 
the trunk with a solid roll to knock them out of it. 


The man at the entrance will now give you the 
Mask of Truth! Try it out on the nearby dog and at 
the gossip stone in the room with the tree. 


These are all easy to get: There are 


DD) two Skulltulas in the tunnel, and a third 


Bj Fire Arrow and use a Hookshot to get the token. Then use 
B the Hookshot target in the ceiling to pull yourself over. 


O0) 


kn #4 on the ceiling rafters near the entrance. #5 and #6 are in 
the pots (burn away the web, then roll into them to knock 


COT) You'll need sharp eyes and care- 
ful Hookshot aim to nail Skulltula 


them out), and #7 is hiding behind one of the masks near 


the stairs. 


ltIl poke its head out every few seconds. 


This Skulltula House is a bit more challenging, because it 
needs to be completed during Day 1 to get the Glant's 


Wallet (on any other day, 
the prize is just rupees). 
You'll need to bring the Fire 
Arrow, the Hookshot, and a 
Bomb (since you need to 
place one at the crack to get 
in). And since time is of the 
essence, youll probably 
want to play the Song of 
Inverted Time before you 
get started. Happy hunting! 


OD, This is where things get a bit 
tricky. Start with #8, which is hid- 
EE 


Then go to the three small 
dressers near that and pull 
the south one further south, 
the north one further north, 
and push the middle one in 
any direction to reveal #9. 


#10 + 11 are a simpler: Just 
push aside the bookcase in 
the south side of the room to 
reveal both. 


ing behind a picture frame 
(hit it with your Hookshot). 


#10 & II 


@) (50) Shimmy up the empty shelves of the ‘climbable bookcase, and scan 
the crack between the top of the wall and the ceiling for Skulltula #10. 
You'll find #11 atop the à 

bookcase in the opposite 

corner of that room, and #12 

in a tight passage behind a 

painting (you need to be on 

the bookcase across from it 

to get the right Hookshot 

angle). 


OO) Stop halfway down the stairs to this room and scan 
the crack between the ceiling and the east wall for 


Skulltula #15, You'll find #16 in the big pot by the torch near the north door, #17 in the 


the corner, and #18 in a 
mask behind. the stairs. 
Burn away the web on the 
west wall and peek into 
the crack to see #19. 


DDO vans 
the web and 


head south. Roll into the crate on your right 

to reveal Skulltula #20, and hit the crate on 

the other side to uncover a passageway to 

#21. Shoot a Fire Arrow at the ceiling web on 

your left as you exit, and use your Hookshot 
to nab #22, 
Climb up the crates on the south wall 
and look to your left to see #23 hid- 
ing behind the canoe (?). Then climb 
up the crates near the hidden passage 
and head north. When you have a 
clear shot, Hookshot to the barrel on 
the rafters. Break open the other barrel 
up there and get #24. 


DDB DIO) There's a Skulltula in the ceil- 
ing crack near the door, but you'll 


need to stand on the table to get a shot at it. The next two are easy: 

#26 is in the big pot in the corner, and #27 is behind the painting next 
to it. To get the final three, use your 
Goron form to do-a Goron Smash in the 
middle of the table-etiquette be 
damned! 


DN 
Kp HE SECRET CODE If you use your bow to shoot the four masks in 


the dining room in the right order, a passage to a 
Heart Piece will open. Each 
Stalchild knows one part of 
the code (there are six 
total… Don't forget the two 
in the library), and they'll tell 
you if you wear the Captain's 
Hat. Or, if you have lots of 
arrows, you can figure it out 
#28, 29 & 30 , by trial and error. 
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INTRODUCING 
JOANNA DARK 


Nothing has prepared you for 
this. Joanna Dark, Nintendo's 
newest female heroine, takes 
players into a world of mys- 
tery, intrigue, rampaging 
aliens, and sharpshooting tac- W 
tics. Rareware, the geniuses 
behind Goldeneye, have 
been slaving away on 
Perfect Dark for 3 
years - and the 
results show. 


Gamespot.com has called 
Perfect Dark “the most antici- 
pated Nintendo video game" for 
2000. The Versus Books 
Perfect Guide will give you 
Perfect mastery of Rare's new 


Perfect masterpiece! 


The year is 2022. Meet 
Joanna Dark, an extreme- 
ly promising agent-in- 
training at the Carrington 
Institute. Naturally eager 
to graduate to fully quali- 
fied service, Joanna is 
becoming more and more 
excited with the onset of 
her final training exercises 
and the promise of active 
duty that lies beyond. 


And this duty will arrive 
sooner than she imagines. 


The breken ed field- 
work. which constitutes 
the acid tést-of acbüdding 
Ch Agênt- sees: Joanna 
“sent deep into-the heart 
óf.-ä. South -American 
„jungle;sher. Öbjectives 
“focused on the closure of 
an illegal-cyborg manufac: 


turing facility. Only with 
the cunning and quile 
essential to a good agent 
will she be able to steal 
past the quards stationed 
within the facility and its 
surrounding area, accom- 
plish her aims and prove 
herself ultimately worthy 
of the Institute's ranks. 


But of course the world of 
espionage is rarely so 
simple. During the opera- 
tion, Joanna will uncover 
a much bigger picture and 
find herself pitted for the 
first time against the 
mysterious, dataDyne 
Corporation, whose shad- 
owy agenda will-return to 
haunt her. longrafter ‘thìs 
field test is ovêrs, 


Your foes can 
duck and roll to 
avoid your 
bullets, so act 
quickly when 
they're just 
standing around 
like this. 


See the blurry î 
spot in the middle | 
of the screen? 
It's actually a 
cloaked enemy. 
Your foes have to 
uncloak before 
firing, which is 
your only saving 
grace. 


Do not stand 
face to face with 
an enemy. Your 
foes will slap or 
kick you if you 
try to invade 
their personal 
space. See what 
happens after 
taking a whack 
to the noggin. 


PERFECT DARK 


GUIDE FEATURES 


e Insanely detailed maps 

e Every gameplay secret revealed 

e Full coverage of the Multi-player mode 
e All hidden weapons and items 

e Crystal clear screenshots 

e Gorgeous artwork and hot design 

e Incredible secret tricks and codes 


e The best information and detail 
for Perfect Dark! 


DETAILED MAPS! 
Official 
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YOUR GUIDE TO ELD THE 


RED ORPOKEMONICODEE ILVER 


Copies name of book price ea. subtotal 
— — Zelda: Majora's Mask --. @ 12.99 kes 
Er Pokémon Gold and Silver …… @ 12.99 
—— Perfect Darkman. @ 12.99 dee 
Er Pokémon Trading Card Game - - Ot 
Ee Donkey Kong 64-- @ 12,99 an 
st G Pokémon Yellow «………… … … @ 12.99 


Zelda: Ocarnia of Time 


Shipping charges: $3 for one book, 50e for each additional book AE 


TOTAL: (add $4 per copy if ordering from outside U.S.) 


ORDER FORM 


Name: 
Address: mel A dt ee 
Ee EEN BE Zip: 


Make Checks Payable to: Versus Books 
For Credit Card Orders: 


Name on Card: 
Credit Card #: 
Visaor MC: 


____ Expiration: 


Send to: Versus Books, PO Box 469105, Escondido, GA 92046 
photocopies of order form accepted « orders shipped within 48 hours of receipt 


for faster service (credit card orders only) 


Call 1-800-639-4765 


(orders only - no game tips at this number) 
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‘THE OFFICIAL PERFECT GUIDE: 


Get All 52 Pieces of Heart! 
Rescue All 60 Stray Fairies! 
Find All 60 Gold Skulltulas! 


eN 
Detailed | Maps 
of Every /Areal_ - 


Full Walkthrough! 
Every Last 
Secret REVEALED! 


Complete Your Notebook! é {4 NN er 
aster the Secret Songs! SN hj y E  Á 


IF24 Masks Revealed! « } hen 
ed \ he ‘ / 
NE , 
N oe 
IN 


\N 
From VERSUS BOOKS, ‘ D 


authors of the bestselling 
Zelda: OoT Guide! 
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